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PREFACE. 



1AMING is become fo much 
the Falliion amongft the 
Bea^-Moatie, that he who, in 
Company; Ihould appear ig* 
norwt of the Games in Vogue, wo>ul4 
be reckoned low-bfed> aod hvdly fit for 
Cffliverfatioa. 

Therefore I have taken the Pains t6 
compile this Kltle Treatife, in order (6 
teach the principal Court Games, viS. 
Ombre, Pic q^u e t, and the Royal 
Game of C h e s s. 



IT PREFACE. 

I think the Method laid down is To 
plain and eafy, that a Peribn of a very 
eommon Capacity may^qoickly ledrfitheib 

taoA entertaining Games. U . ': 

Ffr^t As to Ombse, This Game is 
variouily played, according to the Hu- 
mours of the Company, or the iStakek 
ihey play for; therefore, that the Rea- 
der may not be ignorant of any Part of 
it, he will find it here deicribed in all 
its Branches : And wc have reduced .it 
to Chapters, or Heads, that he may not 
be puzzled, by running from Article to 
Article, without Method. 

It may be objeSed, perhaps, that we 
enlarge in ibme Places upon Things that 
have been touched on before : But it 
muft be conddered, that this Trcatife is 
wrote in Favour of thofe wlv have no 
Notion at all of the GAME; and to 
thefe, vre Gotu:eive, nothingcanbe made 
too plain. Befidcs, it wiU be found, that 
we never fpeak of a Thing a fecondTime^ 
but where it has not beein Efficiently ex- 
plained before. 

■ . A» 



PREFACE, V 

As for thofe who have already fim* 
Notipn of the Came^ this eafy Method 
will foon make them Mafitrs of it. 

They who play it well, will find the 
Bules here laid down fo exa^ and with 
io much JuAice, as readily to decide 
thofe frequent Difputes which happen 
about the Lawi of the Game. 

But as the Terms made ule of in this 
iGame, may feem very harih and un- 
couth to thofe who are not acquainted 
with it, we have taken Care to explain 
them by their proper Significations, and 
ihewn of what.Ufe and Force they are 
in the Flay. 

Secondly^ TheGames of Picquit. and 
Lottery, arc defcrihed as th^are npv^ 
played in the heft Companies. The Lot- 
tery is a Game hut lately invented, tho' 
already in high Eftcem among Gentle- 
men- and Ladies of the politeft Fiaftiion-, 
not only for. the Variqty of Diverfion it 
\^ords, but likevtrife hecaufe it gjyes a 
Liberty nnliraited for pny Number of 
Perfons to play at it., 

r A.,O0glC 



Vi PREFACE. 

' ^hirdfy. The VtaytlGatacztCntss 
(whidi iome maiotain to be as dd i!t 
7r0jr,' and that it WM iavented bp the 
Grecian Captains, to divert their tedious 
lEvenlngs at the Siege of that famous 
City) requires Art and Stratagem^ and 
relieves tb* Mind, when wearied with 
the Fatigue of Bd&iefs. 

Th^ Improvements We have made in 
the Games of Ombse, Quadrille^ 

PiCQUET, and Whist, are fa large and 
tifefbl, and the Rules and Direftibns vtt 
\svn added fa nice and exaft, that, we 
prefume, we have fafficiently pointed 
DDt the Rocks and Shelves^ on which the 
Unikilful and Unwary have often^ fiifier- 
^Sbipwreck; which, with- a proper At- 
tention, they may not only avoid, but 
gun grc«( Advantage to.diem^felves. 

yoBh de Vigmy, in his Book, Calted 

72w MiralizatioH «f Cke/i, fays, that the 
Came of (3}eji was invented by Xerxei 
the Philofopher, to improve and correA 
the Mind of that famous Tyrant Merth- 
dacht King of Ba^ion, 614 Years be* 
' fore the Birth of Cbrt^. . . • 

.,.■:■: In 



P R £ FA C E. vU 

Ib the Pradice of this G«»«, a Feiv 
fijn meets with a great many 9dd Events^ 
which give the fiune fort of ^reeable 
Saiprize, that we ai« moved wtdk at 
thsiafipf htcidentt in a Come^f : By the 
coBcife Account we have ^ven of it, 
any Perfon, that on(X fees the Men placed 
upoo the Boar/f may learn to play } but 
to be excellent in it, rcquirea a Aiitable 
Geniun, and good Obfervation^ / J 

The &-£Mi and T^jf Part» of fhis 
Treatifc, were originally written by 
CbdrUs CottWt £fq; fome Year* fince/ 
but are now reftjfied flccordin£;..to die 
prelent Standard of Plfy. 
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THE . 

COURT GAMESTER. 

Of OMBRE, fy Three. 

IH £ Game of OMctts, owes its 
Invention to the Spaniards *, 
and has in it a gre^ deal of the 
Gravity peculiar to that Nation.' 
It is called El Bombrtt or, The 
Man. It was fo named, as requiring 
Thought and Reflefiion, which are Quali- 
ties peculiar to Man'; or, rather alluding to' 
Him who undertakes to play the Game a- 
gainft the refi of the Gamefters, and is 
B called 

* It is an Improvement of a Game called Primbro, 
formerl7 in great Vogue among the Spmiards, Primc- 
n \t played with 6 Ca^MCWrrvitb 9. that being 
the material Differnui. As to the 7frmi, they are 
moftly die^^oRf. He who h^lda Qn^ Primtrv (which' 

it fore to be fuccefiful over h» jUvtrfitry, Hon iM 
G«sw Cakei Ui Daumtuitim, 

• t.oogic 



* Ithe Court Gamester. 
caUed, fie Mak. To play it well, requires 
a great deal of AppUcatioa \ and let a Man 
be ever fo c^>crt, he will be apt tp fell into 
Miftakes» if he thinks of any tbiog elfe, or 
is difturbed by the Cotiverlation'of thofe that 
look on. 

Attendon and Qiiietnels are abfolutely ne- 
ccffiirj, in order to ciay well. Therefore, if 
the SpoSators arc atfcreet, they will be la- 
tisfied with the Fleafure of feeing it pl^ed. 
without diftrafting the Gamefters. 

What I have fajd^ is not to perfuade any 
who have a tnind to learn it, that the Flea- 
fure is not worth the Fains : Oa ehe eontra' 
ry, it will be found the moll: deldghtfiil and 
entertaising of all Games, to tho{b who have 
any thing in them of what we cafi the 'Spirit 
of Pl^. 

There are many Ways of playing at_0«- 
ire; it is fomecimes played yf'ith fflrcie Spa^ 
dille, or Efpadtllt Feru ; fomctimes by twe 
Perfbns, fometimes jVw, fomctimes Fowt 
and fometimes Five % but the general Way is 
ty THBfeE. pf this kin^ of Play welhall 
treat firft, the reft we Ihall explain in their 
Turns. 

^bt Number ^ /;^ C a r d i. 

THE Game is played with 40 Cards.: 
-Tou may biy Facka aa purpose made 
up for this Game \ oiherwife you teaij take 



QMBUS) fyTsATSK, | 

to entile Pack, -which coiififti.of 52 Cvda, 
and throw out all the Eights, (Oocs^ and 
Tfciis, of the four Sints» wbidi nak* 1 2, 
and tiira-c wiQi temaa 40, irhkh ia a^.OnJrJ 

Pack. 

. ^Ae'UgtxaAOtAv^ tH C*kds. 

WH AT I caU Che aaturalOntte ef tha 
Cards, iv their ieveral D^c» w1k& 
they are not Tni[(q& ■ ! 

The Term 7rump comes f|oma Coemp^ 
tion of the Word Triumph j for whcrerer they 
are, they are attended with Conqudl. 

Of Cards there are z Colours, iSft/ and 
Bhuk i the Black are Spades and Clu^s. . 

The Order of Spades and Chibs is the fame 
as in:Othar GomcBr in a natoral CfblceiiC: 
itiiig, Queen,' Knave, 7. 6. 5. 4. 3. 2. 

Jx is to be obTetved, that the 1 £/jflt Acer 
are not reckoned in thek natural.Order of the 
Cards among. their own Suits, beuule tbcy 
are always Tniv^ % ^,we Jl^U explain >}ief«<, 
after. ,. . ' ' \' \ ' ,, 

Thfi 2 Red Colours zx^.iitgrts^ ^d P*^,; 
numdsj -which in their Orcjer are 'quite con- ' 
trary to the Bkcki buf tbia Di^reirce u 
foon Uiidcrftpod^ 

Thei'.Xwff^ ^uny and .fi|>»«w»-'M|» their, 

nttural tUnks,' but the ne& ,arc ^R, ffiVcrr > 

Ba fedi 
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4 TSp-Co'tfRT G'AkESTErf. 

ied i ^ the loweft Card in llx^Red Stttts-ttSI. 
wins jlie hlgbcft. 

. To* comprehend this at one View, and to 
fee every Cird'a Valuer, peralc diis Table. 



lObferre, that there, are lo 
Cards in Zed and tiH 9 
in Biaeky by reafon, the 
Blaci jfcesy which are 
always 7>»f»^j,- are .npt 
. to bercpfcondd*.:; .: ■; >'■ 
'-■:.: - -... f..oT'i!V 



7^0rder ofibe Cai(d^ ivien ibty'arv Trbmps,' 

IT is ncceflary to remember, chat the 
Black-Acks are dways Trumps^ let uis 
play in what Colour we will : Thus wIkt 
tber Hearts^ t)imonds, Quhs, or Spades be 
Trumps, the Ace of Spades i; always the 
firft Trump, and the jice of Cluhs the third. 

The Jice of Spades is railed SpaiilU^ or 
E^adiBei the Ace^of Clubs Bi^o: 

Thus the Jfr^ and the third Trumps ajre 
cen^tly JRxed, then the only Diffi<pjty is 
to find outthe^rmi, ' '" • 

It 



Rid. 


Black. 


King. 


»<*■ 


^tm 


Suet* 


KiKZl 


lOiavt 


Aa 


Srvn 


Ducc 


Six 


lira 


Fwi- 


fcur 


Four 


Five 


Tim 


St 


Dm 



6 MB R By iy Three. 5 

It is to be pblerred, that whatever Colour 

ve play,- that whidi is the worft Card in its 
natural Order (that-ii to lay, when it is not 
Trumps) becomes the fecond Trump % as the 
Dttce of Spades, when wc play in Spades^ is 
the Second beft Trump, and is called Ma- 
tttUe ; and the Dttce of CMs, when Guis are 
Trumps. 

When we play in iZa/, the Seven of Hearts, 
or Seven of Diamends, is the- fectnd bcft 
Card \ that is to fay, the Seven of Hearts 
when we play in Hearts, and the Seven of 
Diamonds yihtn we play in Diamonds; and Is 
likewife called Maniiie. 

There are, as we have flicwn, four Mj- 
nilles upon the Cards i that is to fay, two in 
Red, and tvoo in 5/afit ; but they are never 
called ManiUes, but when the Suits to which 
they belong are Trumps : As for Example, 
when we play in Spades, the Da« of Spades 
aManille'; if in Cluh, the Duce of Cluh; 
if in Hearts or Diamonds, it muft bcthe Jpyw. 

There is one Qbfervation remains ; which 
is, concerning the Red-'Aces, when we play in 
Red, we muft take notice that they cb^ge 
their Place.- 

Thus when Ve play in Hearts, the Ace of 
Hearts take place or the King, and is the 
fourth Trump ; as likemfc docs the Jee of 
Diamonds wheti we play in Diamonds ; and are 
called Puntoi. ■ 

B 3 But 



6 55V-C9VKT GAMElTEJt. 

But it jnuft:be rei9enibi:ed» that \t, is only 
y/heja, dK]r)are.|TfUinp£} fhac, they, -are. calle4 
by^ tiiis Natoe i ac^ny qthef Time they are 
only in the Degree wc luye jilaceii chcm in 
the foregoii^ Table. 

For the better undcrftanding the Kature cf 
the Tmmps^ obferve the foilowir^ Tabic, 
where they are placed in their Order. .■ 



Rid. 

Spadilie, Ace of Spades, 
Manilkf the Seven. 
Bafie^Ace oi Quhs. 
Punto^ the Rid Ace. 

mg. 

Kftevi, 

Duct 

Thm. 

Four 

Five ■ ■ 

Sue 



Bl.;i,CK. 
SpadiIk,Jct Q^^adei.. 
MsniUe, the Dute. 
BajU, Me ofCMs, 

•%'«• 
&tavt ' 
Spam 
Six 

Five ... 
: Four 
three 



Thus you fte, there are la trumps inRed^ 
and but 1 1 in Black. 



How iie Trv Mf is mflde. 

TH £ 7rwff^ at Otahre is not made by 
turning up a Card, as at other Games. 
But after the Cards are dealt, every one ex- 
amines his Game, and fpeaks in his Turn. 
For 



OMBREt fy Thiee. 7 

For Exao^le, ve wilt fuppofc that you 
are Eldcft Hand, and dut you have for 
Game, SpsMe die Ace, and Maailk the 
Duce of SpadGB j B^o the Ace ^ Clubs, 
the 7 and the j of Spades 1. you wilt fiodt 
Upon Examinacion, that you have three 
A^adoret and two Trmi^, which is a very 
good GoHie : We will fuppofe that the other 
two have no Game ac .iall t you are to aflc . 
if tbty phrft that is underftood if they pl^ 
without /ob'^ in\ wluch we fhall explain 
here^ter. They anfwer, Ho: Then you arc 
CO lay, Spades are Trumps^ and make your 
Difiard accordingly. This a the N&nner- 
c^ making the Trump. What I fay of ibn 
Eldeft Hand, is the fame with the o&er two^ 
when tho& that are to fpeak firft, Juve laid, 
Fafs. 

Thus the Trump is made by him who un- 
dertakes the Game, in whatuxver Suit he 
finds his Game the ftlrongeft. 

But the Perfon who plays muft always 
name the Turmp, before he looks at the 
Cards he takes in ; for if he fhouU happen 
to turn them up, tho* he fhould not-lee them 
before the Trump is named, then either <^ 
the other Two may name it -, and he (hall 1 
be obliged to play in that Suit, let it be 
what it will. 

If the Omhre fliould name two Cotoun at 

the &me time, then the Perfon who fits «t 

B4 his 



8 TZv Court Gamester. 
hia Right Hand Ihall chofc which of thofc 
two Colours he thinks fit, and the Omire 
fhall be obliged to ^a.j in that Suit. 

In this Cafe the Omh-e ihall have the Li- 
berty of lootting at his Dtfcard ; and if be 
has put out any of that Suit which is naoMd 
tor him, he may take them in again, pro- 
vided, the Cards he, took in are not joined to 
the reft of his Game: If fo, he has not this 
Liberty. 

The Perfon who undertakes the-G&me, is 
tailed the Omhrv. . • • 

It is neceflary to be very exiift in naming 
the Trump; Fot example; if a Perfon who 
intends to play in Clubs, fhould ihcw three 
Cards that he* puts out, a Heart, a Spade, 
and a Diamond ; and lay. You may know 
my Trump by what I put out ; this will not 
be fufHcient, and the others may name it, as 
if he had not fpoke at all : For fometimes in 
that Cafe a Man may put out a Trump to 
deceive others. 

All thefe Formalitift are grounded upon 
Eedfon, therefore Miftakes mud fall to the 
Prejudice of him who makes them ; becaufe 
it is fometimes di^cult to difcern between 
Miftake and Defign, and it thefe were per- 
mitted to be retraced, it would give Occa- 
fion to a great deal of unfair Play, therefore 
all Equivocations are diiallowcd. 

If 

r A.,OOglC 



OMBRE, hy Three. 9 

If after the (hiArt has looked at the Cards 
he takes in, he recoUeAs that, he did not 
name the Trump \ if the other .two fhould 
forget to fpeak before him,, he may name it 
then, without incurring any Penalty. 

Of tbt Matadorcs, and thar Privilege. 

THE Word Miiadere^ mSpamfii figni- 
fies Murderer ; they are fo c^led be- 
caufe they never givfc Quarter. 

There are but three Cards that are pro- 
perty called Matadores\ thcfe are Spediltet 
Aianilifj and Bt0c ; whkh are three principal 
Trumps in whatever Suit we play. 

Sp^lle is always the Ace of Spades. 

Mamlltt as-we oblervcd, is not fixed,- but 
changes according to the Colour we play in,, 
as in HediCi^ the Seven, in Black the Ducx. 

Bafts^ is always the Ace of Clubj. 
. The privilege of s Matadercy is, that it is 
not obli^d to pay Obedience to an inferior 
Trump ; chat is, you are not obliged to 
play it, tho' a Trump lead : One Example 
'will make this plain. 

Suppofe 1 have in my Hand Baftoy with- 
out any other Trump, and the Leader Ihould 
play the King of Trumps, 1 am not obliged 
to play my Bafiot but may play any other 
ordioaiy Card tbac is pot a Trump. 

B 5 Here 
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Here the King is infenor to B^9 -, hat if 
die Leado* fliould plajr SpaMtUt or Matille, 
tbeic £i^0' nnjfi: cotiu: down, if yoa have 
oo Dtfacr Tmmp ; for every Card muft psy 
Refpeft to its Botun. 

But you muft obferve, that SpadiUe^ or 
MattiUet muft be the Card firft played. 

For Example ; if I have Bafto unguarded 
in my Hand, and am to play laff; if the 
Ixadcr ihould piay the King, and the fe- 
cond Spadille ; here I am not obliged to play 
Bafisy becaufe SpMMUe did not lead. 

Another Privilege of MatadoreSt is, that 
whoever has them fliall be paid a CounKr for 
each, ty the othertwo G«neftcrs. 

But it is only the Ombre that can be paid 
fot'-A^iadcrtSt nor is he to . be paid for any 
Number lefs than Three. 

Formerly, if the Ombre was Beafied, and 
the Matadorei were in another Hand, he 
was obliged to pay to that Po^on who had 
them i but this is out of Ufc now. 

So if I iofe the Game with three Matadores - 
in my Hand,. I am to pay three Counters 
to each of my Antagonifts. 

Hitherto we have only fpoke of tbcfe 
three Matctdorts, Spadiilt, Mmille, and Bafit .* 
hut it muft be oWerved, that thofc Trumps 
which imnKdiately fucceed thefe, when they 
happen to ipeet in the Hands f^ the OnArty- 
ufurp 
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ufurp the Nanoe of Matjuiorts, and muft be 
paid as fuch. 

For Example ; if I have Spa^iU, ManiUi, 
S^fiOt PuntOy Kingy ^een^ and Kiiavi ; I hara 
feren Mataderes, and m\^ receive ieren a- 
piecc haan my two Oppofitei : And if ths 
Diue and Ybree Ihould be joined to theft, 
they make nine, and I muft be paid accord- 
ingly i but this is to be underftood if we play 
in eith^ of the Red Suits, 

There can be no Punto, when we play in 
either of the Black Suits i becaufe the Aces, 
which are the PuMe's in ReJ^ in Biack are 
otherwifc diftiDguiHied. 

Thus when the Omire wins lus Game> he 
muft be paid for hi» Mataderes, whatever 
Number he has -, if he loles he muft pay 
the others, ftill obierving that thefe Mata- 
dcres roufi: be Sejueitis, otnerwift tlKy are not 
to be paid at all. 

^he Manner ^/DifpoHng the Game. 

THERE is no Neceflity for marking 
up your Game 3tt this Flay, becaufe 
every Deal decides the Game.; however. 
Counters muft be ufed inftead of Money, to. 
mark the Stakes you play fbr. 

You muft diilribute to every Fbyer a 

certain Numer of Fi^es or Counters; fup- 

pofc nine Fifies and twenty Cmmters to each. 

B6 A 
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A Fi^ is a Counter made in the Shape of 
a Fi/t, to diftinguifh it from the other Cms- 
tfTJ, and is generally made to be worth ten 
CeuHlers. - 

The next thing to be fettled, is the Price 
of your Counters, which muft be according 
to the Sum you intend to play for, as a 
Crown, Half a Crown, a Shilling, or Six- 
pence eaph. 

The Deal is fettled thus. One Pcrfon 
taking the Pack, turns up a Card in the 
middle of the Table t and afterwards gives 
a Card a- piece /round, and whoever has the 
hjgheft Card of that Suit which lies in the 
Middle, is {he firft Dealer. Another Way 
is, by giving Cards round, and whoever h^ 
the firft Biati Jee^ deals firft. 

7Jbe Manner ef Dealing. 

WE have explaned to you the Value 
rf a Fifi J you are to lay down i a- 
piece, before the Deal begins. 

After the Dealer has fhuffled the Cards,' 
he muft lay them down to be cut by the Per- 
fon on his Left Hand, and then deal, by giv' 
ing firft to the Perfon on his Kight Hand. 

This Way of Dealing is peculiar to this 
Game ^ a all other Games you begin ai the 
Left. 

The 
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The Dealer is to give 3 and 3 round, till 
he has dealt 9 a-piece. Obferve, That if he 
ihould, by Miftake, or otherwife, g^re the 
Cards in any other Manner, be will be obliged 
to deal again. 

When he has thus dealt, there will be 13 
Cards left, which he is to lay down at his 
Right Hand. If you fliould all pafi^ (which 
often happens) then r/cry one is to lay down 
a fingie Ceuntery and the next Ferfon deals.. 

The Counters laid down for your PaffeSy 
are not to be mixed tc^cther ; but every one 
lays his own juft before himfelf ; The Reafoa 
of this is, that if there be any wanting, it may ' 
be decided without difputing, who has omitted 
laying down. 

Suppole die Ferfon at the Dealer's Right 
Hand, that is, the Eldefl Hand, has a gMKl 
Game, he afks this Queftion, Deyougiveme 
Leavet or do you plfff vntbeut taking in ! If 
diey have bad Games, they anfwcr, Pafs. 

Then he difcards 2, 3, or more Cards, 
according to the Strength of his Game ; and 
taking up thfc Remainder of the Pack, he' 
&ves himfelf with as many Cards from thence 
as be has laid out } then laying his Difcard at 
his Left Hand, where the Pack lay before^ 
he i^aces the Remainder in the middle of the 
Table, ftUl remembering to nunc the Trump 
before he tikes in, 

The 
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The Meaning of this Formality is, that 
whenever the Cvds lie at a Man's Li^t Hand, 
jK>Q know by that, he is to play fir^ and to 
be the next De^r. 

If in dealing the Cards, there happens to 
be one faced, ,the Dealer is to go on vithout 
IneerrupCion -, unlefs it happens to be a Slack 
jtetf in which Cale he is obliged to deal 
again. 

But if the Dealer Ibould mm one df the 
Caittfi, then it is at the Choice of him ic be- 
longs to, either to receive it, or make him 
dead again ; unlefs it is a Biaci Ace, then it is. 
a Rule chat the Cards muft be deak again. 

If there haf^os to be a great many Cardt 
facedi they muft be dealt again. ' 

If rfie Ombre pliqr» SatthprtHdrt, and there. 
hi^^ns M be a Card /ka^ in the Sax;k, the. 
Deal is to go for aodiing. 

If the -Dealer fltould girc ten Cards, ej^r 
to himfelf, or any ane eife, he mtifl; deal' 
j^aia^ if they demand it. 

Byit it i< ^ifiereoc in wtCgtSi cS. the ocher 
Twof for they may fday, dto'ttiey bave ten 
Cards dealt theoi, proridod they declare it 
bdore t^ey t4k* in: In which cafe they are: 
obliged to /«y *i^ one Card moce than ttie^ 
Ukt in i for if they have ten Cards a^ diey 
h0?e taktn in, they are Saafied^ and kt they 
mull be likewife, if they Ihouldioi; is with* 
•uc -declaring they have ten Cards. 

As 
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As to thofe who pafs with un Cards in a 
Hand, it is di&rtmly played ( with (bene it 
is a Beafie, with others it is not. 

When a Mui at the Sight c^ his Cards foes' 
nothing good in his Hand, he is apt to eK~ 
amine no Either ; therefore I think it a little 
ftvere to be Beaded only for not drfcovering 
one's Cards. 

The Spaniards play it with fo much Seve- 
rity, that if a Man Ihoald fay, / Jbaxr ttit 
Cardst Ifafst be is Beajted\ but we play mwc 
tem^riy, and I think it h the moft eqaitable 
Way 1 viz. a Man is never Beafiedy unlefi Ite 
has ten Cards after he has taken in. 

If the Perfon who has ten Cards dealt 
him, has a mind to ptay Sam^rendre, he 
muft fhuffie his Cards, and one of the Com- 
pany Ihall draw out a Card at Hazard, and- 
put it amongft thofe which chey dilcard. 

The Rules we have laid down ibr ten 
Cards, are the fame wkh eight, bccaufe the 
Sealbn is the tame. 

He that has bat eight Cards, and Would: 
play Sansfrendre, moft iriih e^t Cards "wiw 
enough for his Game: If he Atiinm with eight 
Cfl<ds, he may take in one Card more mui 
Jk lays out. . 
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^be Manner of pl^ir^ So\o: Or Saiu-prendie. 

TO play^tf/p, or 5««j-^rtM^f, is to plajr 
without difcarding i for this you muft 
Iiave a Game by which you may propofe to 
•win five Tricks. 

If the Ombrt wins his Game when he plays 
SoMi-frendre^ he is to receive three Counters 
a-piece from each of the others. 

If he lofcs it, lie muft pay Them three 
Counters a-piece, for in all things there muft 
be an Eqtudity between the Lois and the 
Gain. 

OWerve, that the Sam-pmdre and the 
Miiadores muft be afked for, before the Cards 
are cut, for the next Deal -, for after that, no 
-Demand can be made. 

But it is othcrwife concerning the Beajtct 
which may be demanded at any time, while 
you are playing the next Deal. - 

The Meaning of this is, that the Bet^e, 
belongs to the Board,- and the others are paid 
immediately to the Gamefters. 

If it be the Eldeft Hand that plays Sans- 
Ja-etidrey he only names his Trump, and the- 
reft nuke their Difcards, as we, h^ve (aid. 
before. If he haS' an infallible Ganie,^ ,as, 
for Example, five Matadores, he may ihcw 
them upon die Table, and that is fufficienc,' 
vUhout naming the Colour, 

If 
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If the Eldeft Hand fliould aflc the Qaefti- 
on. Do you give me Leave? and one w the 
others intending to play Satu-pFeadrey anfwers, 
Noj you muft do mere , in this Cafe he is noc 
allowed to difcard, but (till has the Prefetence 
of playing Sans-frendrtt as being firft. 

But if the Eldeft pafles Sans-pren^tt he 
who ao&rered him is obliged to play fo. 

If one Ihould name, his Trump ' without 
firft having alked Leave, he Ihall be obliged to 
play Sans-prendre, tho* he did not intend it. 

But this Severity does not reach to the 
Youngelt Hand, becaufe the other two muft 
pafs, before it is his Turn to fpeak. 

If b^ore the Eldeft Hand has fpoke, <^ 
ther of the other Two ftiould difcaid, and 
without aHcing Leave, name a Trump ; if 
he has not feen his Cards, the Eldeft Hand 
may oblige him to play Sans-prendre-t or keep 
his Preference of playing fb bimfelf, or die 
alk Leave, as he fhall think 6t : If he has 
fecn the Cards he takes in, he may either 
oblige him to play, or have the Cards dealt 
over again ; for. the Eldeft Hand muft noc' 
lofe his Preference. 

fbe Manner «/ Discarding. 

WHEN the Ombre plays Sans-prendret 
it is very cafy for the other Two to 
difcard : He that is Jirft may t^e ei|;ht or 
nine- 
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fiiDe i but tbolc that underibnd the Game, 
$^ c»Fe M cUfcani To liut :the Game fluuld 
nX be divided. 

- Thereibre vben the OWrf does, not plsjr 
Sam-frai^e, he that difcarda next to hUn* 
ought iwt tp go Co the Bonom of the Catda, 
undds be hax a MtOadore, or cUe fffme fbobg 
,Trum|ic with Kings. 

What I mean t^ gob^ to the Bottom, is, 
tlut be ought to leave at leafl five Cards to 
him that takes U& % otherwile he will fpml 
all. by dividing the Trumps, which is a furc 
,Way of ^viogtheGiame to tbe Omtre. 

Then, it lies i^n the Di&retiim of hrar 
«4io dUcarda next to the Omhre, to judge 
whether he has a Probability ^ winma^ 
diroe or tbur Tricks \ otherwife, he ibouldr 
leave five Cards to the laft, as I have laid, 
before. 

Therefore 1 do not think a Matadert^' with- 
out any other Trum^, or Kings, a Pretence 
for taking in a great many Cards : 

When this happens, the five Cards Ihould 
be left to him who is to difcard laft. 

Ic is to be conridered, that the two who 
play againft the Omhre are in the Condition 
of Partners at Whiik, and are to aSift each 
other all they can. 

I iaid before, that be who goes to the 

Bottom of the Cards Ihall propofe to win 

four Tikks i I do not mean by this, that he 

ihould 
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^Jhoutd hay« fotir, at fure TVorks, te tF he 
were Ombre^ for ttut fc*ee crer iiappenis 
AU diac ( meHt, iln if. he iiiB: B.-gDod Ap- 
peanunx i ibr ttie Thini Feriba is to aBifl) 
hitn in makii^ the Gmw of hb Kiags* md 
forcing the Trumps of the Omh-e. 

If tbe <)jn^« doca not phqr Sans-fretiSrei 
he dji^ards HrA,^ the Peilfbn upoo hn KigUl 
nejct,, and ia the third ; if be pbys Anvi 
jr«MJv» the Diftvdis to begin a£ the Ra^cj 
and fo on. 

In difcarding there u no R^ard had to the 
Elde^ Hand i but afierlbc Oti^4, lt{[oes«Q 
to the Right. 

The Oa^rt Ihodd be tery attentive in ob-^ 
lerring how the othaca diicardt and remem- 
ber which of them takes in moft Cards, ibr 
he may judge by that where the Strengdi «f 
the Game againft him lies : In this cale« if 
be finds he is not ftrang enough to via five 
Tricks, he muft endeavour to gire Two 
Tricks to him whom he judges the wcakeft 
of the Two. 

If after they have all taken in, then ihodd 
' be a Card left, iie who di&arded lafl may iee 
it, if he pleafes ; in which Cafe, all the rtSt. 
faave the ikine Liberty : But if he -does not, 
and either of the other Two fhould look' at 
it, that Ferfon is Beaded. 

If one of the Gameflera Ihould take in a 

Card more than he lays out, he is Jiot Bcsft- 

ed 
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cd for diis : If he has not looked at his GmJs 

be is to return the Uft Catd. ^ ^ 

.- If thejr are mixed with chctrfclt: of htsCardstf 

one of the odier Two Iball dt^aw a Card a^ 

Hazard out <^ his Game, and put it into the 

Stock. 

, tf he fhould take one too lew» it is tiradi 

the Eune thing } if the Stock is ftill upon the; 

Board, he may taker a Oml y if they are sit 

taken in, lie muft dmwoM 1^ chance outX)f. 

Che Difcard. 

^ Sig Mofiur «f Playiho $ht Cards. - 

WH E N all have iife<^iid, the eldeft 
Hand'plays Erft. Afttr that, who-; 
ever wins the laft Trick, plays next, as if i» 
js-adifed at all odier Gaines. 

And as I obferred that you deal at this 
Game contrary to all other Gamesj you play 
ib too I the Play always takes itsCourfe from 
the Right. . 

If you have not a Card of that Suit which, 
fcads, you are not obfig?:d to play a Trump, 
but you may do it for the Convenience of 
your Game. 

When one of thofe that defend the Stak« 
demands Gano of his Comrade, he ought to 
give it, if he can. 

The meaning of Gtma is, I Win -, or. Let 

it fafs \ fo that he who demands Gano^ may 

be 
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fae Tui^pdlH to have the beft Game, aiid the 
other fliouldpafs the Trick to him. ■ 

For Example j if the Omire (hould plaf^ 
a Spade, and ■ one of thofe that defend ' tM 
Stake (hotitd'play the' Q^eihi, and fay Ganoi 
or Gano del Rcf his Comrade 'ought not to 
play the King ;. but in this cafe he ooght to 
have a fmaii Spade in his Hand, otherwife 
he muft play the King, upon the p^n of be- 
ing Beafted.. •" 

If after one has called Gdm^ hjs Gomrade 
feems tb hefliate, or nibke a Difficulty of it i 
be -may call to him tlwec times very ear- 
neftly, Te Gano ft fe puede j which is, TeU 
majl let me have it tfyeu can. 
' It mufl be obfeFved, that the F<M-mality 
of the Game is fuch, that no Terms ma(E 
be made ufe of but thefe-. all Words that 
are equivalent are forHd : But Gana muft 
never be demanded, but to defend the Stakes 
for he that Ihould call tc with a Defign .to 
win CodiUe, would in Spain be thus anfwer- 
ed', Ni fe de^ty per Diss j i. e. Ititmt It^i 

When one of thofe- Who. defend the Stake, 
zapshis Hand upon the- Board in delivering 
his Card, .it is to be underfiood as a Signal 
00 his Comrade to play a -hi^' Trump to 
imix out the dn^f^ap^'ramptt Netei That 
tkit i» mt^bdd^u^mriiot the Game allows 
■ it. ..!■ - 

Fonncrly, 
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Forrtierl]^ if a Man pla^jred oat of lus 
Turn, he was Beafted \ but ac prelent it u 
ooc foi Mi^s. it be fo i^Feed. 

' i^ you die&ld ftparatie one Card; from the 
refl: of your Gatne, fa that the Ombre Ihoukl 
KF it,- he iDi^, if he pleafesi oblige you eo 
^7 it i, provided chat in ^y'la^ it you- do 
not mak« a Renotmcf. 

,- /U it is of great Corifequence in this Game 
to know the Number of Trumps and how 
Vmf. vrt ■</ai,\ evfitj One has the liberty 
9^ qiaijUfuiig. hi} own Tricks, and thsfe-^ 
others:' Tliu. is pertyitted; on all Std«st as 
it&cn a« ^ny IhaU think iic» yieugli there b^ 
no Trump played. 

. M Mw'f act f^uld no£ be true, the Game 
^& for fiethi[^, if it be difcovered in.play- 
ingithe Cards i but if it be not found out tUl 
fff^.theGame is played*, it ftands good. 

Of the Beasts. 

TJJE .pf^« ^ made wbeoWcr he .wha 
undertakes the Game (that is .to lay^ 
the' QittM:) does DOC win. 

To mQ the Stake, the Ombre ou(^t to 
i^ake i>ve Tricks. 

.Exwpit, fiw Tricks are divided bccirixt 
htsitwoOpponantas'tihae-i^ when odd wind 
thv^Kiasf^ theater tito:}!. in. xJUscsfeifouc 
Tricks are fufficient. 

He 
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He is likewifb heafied, who plays -witl^ 
mcffc OF lefs than nine CanJs. 

A Man is heafted that makes a Renounce ^ 
but it is nor a Renouncty when one by Sur- 
prize has thrown down a wrong Card upoil 
die Table : Even "when the Petfph who wins 
the Trick, has phyed again for a (econd 
Trick, if he has not folded up the firft, he 
who played wrong, may recover his Card, 
and play agiun ; but after the Trick is foldr 
ed up, it is too late, and he muQ fubmit tQ 
the Beafte, 

When one finds out that another has Re- 
muncedi and that it is a Prejudice to hl9 
Game, he may oblige every one to tak^ 
their Cards back, and play over again, be- 
ginning with ttiat Trick where the Renounct 
began. 

But if the Deal &e finiihcd, the Cards niul^ 
not be played over again. 

Whoever Renounces leveral times in a Deal> 
fufifcts a Beajle for every Remunce. 

All the Beajies that are made in one Deal, 
jRuft lie together upon the Bosrd, and be 
played for the next. 

If one Oiould be heajied for playing. with 
ten Cards, and the Ombre for not winning 
his Number of Tricks j thefe are two Betf/iej, 
which, with the Stake upoi^ the Board, make 
three' Stakes ^ and they are to be laid toge- 
ther, 
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tfaer, and playe4 off the next Deal, unlel* 

they arc fcparatc'd by Agreement. 

He who makes many Bet^es in one Deal, 
may put them all to one St^e, if he pleafes, 
and the others cannot hinder him. 

He who in taking his Cards* from the 
Stock, fliould, by Jetting a Card drop, or 
Jatherwifc Ihcw one, is beafied. 

' Obferve, that all Be^es which are made, 
faf what Nature foever, muft be of the fame 
Value with that winch tbg Omhre is to take 
up, if hewins, whetherirconfifts ofoqe, two, 
or rnOFC Fiflies: .Therefore; thofe Gamefters 
who play with Caution, take care not to 
fuller by Overlights ; and after they take in 
the Cards from the Stock, always oil them 
before they look at them, left they fbould 
iiave more or lefs than Nine. 

Obferve alfo, that the.Tricks may be va- 
jioufly divided, according to which, One 
either faves, or makes a Beajle. 

There ar^ but two Ways for the Omirt to 
win, which we have fpoke of aheady .• Now 
*e are enumerating how many ways he may 
Icfe, or Ex Beajied. 

When the Players win three Tricks a-piece 
the Otiibre is Beafied ; and this is what is called, 
die Remje by Three. 

' When the Omhre wins four Tricks, and 

one of thofe that defend four Tric^ the 

Ombre 
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Omi^e is likewife Beafled \ uui thii is &Ui) 
called, Remi[(^ Bif^y pr Kepii^t. 

Therefore bewJbcK^cfcqds.'UKjStakss, and 
ipj.flOt.a<i*ine;fcy which be m^fiinjoft de- 
pend .^qjop -.wiiwing .*t Jwft itluxa Xriok«i 
&op]d .av<»d wiooing ibwre one:, but aOift 
fais CorQTEtde in getdflg fwr TnckSf in. order 
(o ;Beafte the Orthrt. 

-V^^JKii ^re Are : muiy jSrnto . upon the 
Boar^, (hst v^icb was laid down .firft, li to 
be .-t^rpn Dp.firjjb^ dftehnrards, tbat which is 
af rfje mgbt^' VbIpc. 

When the Ow^* makea but four Tricks, 
and one of tbe Defendants Bve ; or wb^n the 
X^^Kt makes but tl^ree Tricks, one of the 
Others fpgr, .and the .third two, the Qetkre is 
Beaded •, and he who wins more Tricks than 
the Qmire, fJikes up tbe Scake : And this is 
what is called winning the CodiUe, of which 
w« ihaJl treat by itfelf; 

.. .. 0/,/ie Codilla, ^Codille; 

TH E Cedille is, when one of thofc who 
defeiids the Stake, wins more Tricks- 
than the Ombre j ui this Cafe the Omire is 
not only Be^^lt^d, but he who wios CoSlU. 
takes wp that Stake which rbeOwiire played lor. 
He who afpires at Cc^lU fliouid play with 
Honour, and, as 1 dslcrved before, never 
demand GaitOt when he. is fure of winning 
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four Tricks; but as there is no Penalty in 
this Cale, all the Defence we can have againfl: 
fuch People, is to play with them no more. 

If the Opt^e fbould demand Gaao , tho* it 
were to hinder the Codille, he is Beafted. 

Some, its foon as they hare difcarded, and 
ieen the Cards they take in ; if they find a 
very bad Game, will give it up, and yield 
thcnrielves Beafted, in order to prevent the 
CedilU : But this does noc feem fair ; and as 
it is not any Part of the Game of Qmire, there 
is no Rule provided in thlsCafe : However, it 
is never done among thofe.who would' value 
thcmfdves Open their good Manners. 

Therefore in Honour, I think there Is but 
one way of difappointing a Codille, and that is 
by good Play. 

When it happens that one of the.Gamellers 
by his Play may either give the Ombre his 
Game, or give the other the CediUe-, he Ihould 
chufe rather to give the CodilUy and let the 
Omhre be Beafted: TheReafon is, that when 
the Ombre wins, he robs the Board of the 
Stdke^ but in the other Cafe, he lays one 
down, for that which the Cedille takes up. 

If he whaaims at CcdiUe, ihould call Go- , 
m at his fourth Trick, when he is fure of a 
Hfth, he ought noc to draw the Stake ; and 
upon fuch Occafions I have often feen when 
it has been left ; but, as I faid before, there 
being no Law for ir, it depends upon the 
Honour of the Gameftcrs. , t,,io'k- ST-fe* 
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Tix manner of Marking at this Gam. 

I Have obferved before, that a Fifi is ge- 
nerally valued ac TVs Counters, or fome- 
times Twehe^ juft as the Gamefters pleafe 1 
but this Variety can never puzzle any Per- 
fon. There are Ukewife other Degrees of 
Counters, Ibme of which are raided at three 
Counters, fome fix, &?(. which are.coritrived 
for the greater Eafe of paying at Play ; but 
we fliall only fpiak of the Fifties and Goyntera 
here, for it is but feldoo] that any. oqher Sort 
are ufed at thisGame. . . , _ 

When you begin to play, every one is to 
ftake a Fijby placing it juft before hinjj 
thefe are Three Stakes, which are to be played 
for at three Deals : As for Example i when 
the Ombre wins his Game, he takes up a Fi^\ 
if the Omhreyi'mi^ 9. ^ond Gaoie, he take^ 
up another } then there remains one upon the 
Board ; the Perlon who is Omhre the third 
time, though he wins his Gan^e, takes Dp 
nothing, but plays to enrich the Board, ghd 
has, only theAdvanta^ of obliging t^e .other 
two to lay down a Fith each, without laying 
down himfelf} fo thacit may be faic^ heplays: 
upon the Profpcft of a fufure Gain. ; 

But now we will fuppofi^, it another ^ay \ 

as for Example, if he th^t is fi^t 'Omri- 

ftiould be Bea^eii then be js . tp J?y^ (3own a. 

Fifii^ which he is to place a crols one of . 

C 2 thole 
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thofe that lay upon the Board before : Then 
ic is tailed a doik)le Stake, aAd ind appear in 
this Mflnnw. , . 



X 



So if ttfert ftoOld be ^Bree fccceflive 
^tafies^ there will befls many double Stakes* 
frhich inuft be all CFOlied -as this'-abo^e. 
" Whenever the Ombre pltys for a doable 
Stake* if he l(^es his Game, he is doubly 
Btajitd. 

• When fcveral Btafits happen in one Game, 
wt have given Dire^ons already how they are 
Uf be difpofed of. 

-1 You muft ebierve, that the fingle Stakes 
■rtuft be played off* before the double ones,, in 
liegard they were firft-laid down. 
■ Whw^^ all have exeWiincd their Cards, and 
»0-b6dy ui^^rtakes flie Game, that is, when 
allJ pftfs, evCfy one-muU lay dowrn a fingle 
Cdfincer, ^d this as of^n as-all pafs. 
" lYhen the Pi^j'incrcafci and every one 
has a'Nttmbef of- Counters; before him, fo 
many oJF them miift be pnt together as will 
make a Stake, either ^Ai, ■'lyc^wehtf accord- 
ing to die Vakie 6f a Fi]h;\ and this is to be 
done as c^n ds ^ePi^i'increafe to a Num- 
bef ^ fuAcierit for a Stake. '^ 

; Of 
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Of theVoi.^, 

WHEN one PerTon gains all the Nin^ 
TrickE, it is called winning the Vok. 

The Advantage of winning the Vok, is, 
that he who is ib happy as to gain it, Tweeps 
the Board, let there be ever fo many Stakes 
upon iL 

But fuppofe there is but one' Stake upov 
the- Board, either double or fingle ; in this 
Cafe, he who wins the VoUy gains doubitf 
what Bes i^n the T^e. 

As for Example ; if there be a Stake oC 
two Fijhes, and two Counters before each 
Player, which were l»d down for the PaJfeSf 
each of riie other two fliall pay him .who 
wins the Vole, one Fifti and three Counters, 
, which makes the Stake upon the Board ' 
double : But, as T laid before, if there be 
mcHe Stakes than one upon the Board, he 
who wins the Vele muft be content with tbem, 
without receiving any thing from the othe^ 
two Gamcftcrs. 

If many Btafies were made in one Deal, 
which by Conlent, or by him who made the 
lait Beafte^ are put together, this is but one 
Stake, and he who wins the Vole^ (hall havq 
it made up double to him by the other two^ 
as was hinted before. 

C3 I 
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It is very difficult to win the FeUt and there- 
fore it fhould never be undertaken but upon 
a very good Title j for he who once engages 
in it is obliged to go forward. 

When the Omhre has won his five Tricks, 
and .plays down one Card more, without lay- 
ing any thing, he engages for the FoU ; in 
this Cafe his two Adverfaries have their Li- 
berty of fhewing each other their Game, and 
confultirig how defend it. 

If he who undertakes the Fele fhould mif- 
carry, the other Two fliall divide betwten 
them what lies upon the Board, but he Ihall 
pay them nothing ; on the contrary, if he 
plays Sam-prendre, or has Matadores in his 
Hand, he is to be paid for tliem, tliough be 
does not take up any thing. 

What I have laid concerning the Advan- 
tage of winning the Vole, is not always fixed, 
fur fonietimes it is a great deal more j but 
tliat, depends upon the Humour of thcGame- 
ftcrs, and according as tlity agree to it before 
tliey begin to play. 

Of the Continuance of the Game. 

AS this Game requires a great deal of 
AppUcation, it is neccflary to fet 
fome Limits to the Continuance of the Play ; 
therefore the Gamefters generally agree be- 
forehand how many "Tours or Stakes they 
«U1 
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will play for, as ten, twenty, thirty, forty, 
more or lefs : After wKich, if any of them be 
difjjoied to leave off", he may throw up the 
Cards without Offence. 

t,very Stake you play, you fet afide . a 
Counter to mark the Teurs, and fo on, till 
they amount to the Number you agreed to 
play i but you muft oblerve that a CodilU is 
not to be marked as one. 

After you have played your EsTumber 6f 
^eurst you- may go on to the flrft Beajfiy 
and this is often praftifcd j but if any of the 
Gamefters fcould refufc this, you have no 
Reafon to complain of hini. 

If one of the Gamefters thro' Peeyilhnefs, 
or for any other Caufe, ftipuld throw up the 
Cards, before the Tours agreed upon are 
played out, he is obliged to pay ; not only 
his own Lofings, but likewife what either of 
the others lofe, and the Cards. 

Thcle Rules are always praftifed among 
Perfons of Honour, j but when a Man fiods 
himfelf engaged with two Sharpers, it will be 
no Wonder if he meets with other Ufagc. 

The different Games that may be Played. 

NOTHING puzzles Beginners fo 
much as to know when they may ven- 
ture to /Ajy, and when they fliould pais. To 
remove this Doubt as much as we can, Ihave 
C 4 marked 
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marked down here all the fm^l Games which' 
a Man may venture to play. 

The general Rule i$, that to utidcrtake ' 
the, Garnc, a Man fhould have three fure 
Tricks •, for the . moft that can be expc^ed . 
from taking in three ,<M- four Cards, is to 
win two Tricks more; and, as I have be- 
fore obferved, for the generality you muft 
have five Tricks to win. 

But when a Man is perfect Mafber of the 
Game, and can by bis Addrefs manage it fo 
as to divide the Tricks between his Adver- 
fmesi he may vemufe to play a bold^Game. 

Here follows a Detml of the fmalleft 
Games that can be flayed: We will begin 
with the Black fort. Clttbi and Spades i but I 
Ihould firft obferve to you, that with the % 
^^adores ypu are always to play in any Co- 
lour, therefore it is needlels W mark them 
down as a Game. 

Games which may be pl^ed in Black. ' 



I. 

MaHilif, the Duce. 
J?a>, Ace'ofClube. 



King. 
Afm 



A ^all Trump. 



n. 

SpadUie, AceofSpades. 
Bufio, Ace of Clubi 

A unul Trumpi 
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m. 


IV. 


SfaMle, Accof Spades. 


J!^<xi'i8<,AceofSpadci. 


IdmiUe, die Duce. 


Atoo7ft, theOuce. 


Ki-s. 


1 Trump. 


A fimll Tramp. 
V. 

^afiZfe.AceofSpades. 


a Tnlmps, 

VI. 
MataU, the Duct. 


Aij/^o, Ace of Clubs. 


&/<», Ace of Clubs. 


Sluem. 


Su'K. 


SevM. 


I Trump. 




1 Trumps. 


VII. 


VHI. 


SpofSt, Ace of Spades. 


MamiU, the Duce. 


B^. 


B».f- ■ 


^«». 


Sutm. 


Xmm. 


Kimx. 


Smm. 


Siua. 


IX. 


X. 


&!»», Ace of Clubs. 


Mmillt, the Duce. 


King. 


S^o, AceofChibs. 


^ia>. 


«roo«. 


Kiiave,' 


Sii. 


Stva. 


Fiu. 




Far. 


XL 


XII. 


King. 


JT^air/fe, Ace of Spades. 


%««■; 


Bi?. 


!&»<. 


Frw. 


Jims. 


JfMr. 


Six, 


«TW. 


Trve. 
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Then are many other f^i^s of Plfffing the 
Cards, but it is impoOible to enumerate alt: 
However, by thcfe you may judge iriiaE 
Games you may venture to go upon. 

Take Notice, that ^I the Ords I name 
mu(b be of the lame Colour exnpt the Black 
Aces. 

Obfcrve» that ia King is never to be put 
out, tho* of a di&rent Colour, and it is wtd , 
to be better . than a fmall Trump. 

Games which may be played in Red. 



I. 

^^Id!ffl!^, Ace of Spades. 
Manille, the Sewn. 
Punto^ Ace of Tnunps 

in Red. 
I Trump. 

nr. 

Spadilley Acfr<rfSpadcs. 
Baftot Ace of Clubs. 
PuntOyA.ce of Trumps. 
I Trump-. 

Y. 
Spadille, AceofSpadcs 
MiniUty the Seven. 
Knave, 
rbree. 
AKing. 



II. 
S4/7fl, Ace of Clubs. 
Manille^ the Seven. 
Puatoy Ace of Trumjift 
1 Trump, ' 



SpadiSe, Ace ofSpades. 
ManiUe-y the Seven. 

Siveen.. 

vr. 

■^Ptfi/(//tf,Ace of spade*. 
£fl^^ AceofCiubs- 
^een. 
KnaviU 
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vn. 

A;^, Ace of Clubs. 

Pioiiaj Ace of Trumps. 

K'ng. 

Sueai. 

Knavt. 

IX. 
ManiJltj the Seven. 
Bafioy Ace of Clubs. 
King. 
$ueen. 
1 Trump. 

XT. 

Spadille, A.ce of Spades. 

Bajioy Ace of Clubs. 

King. 

I Trump. 

A King, 



vin. 

ManiUtf the Seven. 
Punto^tx of Trumps. 
Kifig, 

lOmve. 

X. 

MeniUty the Seven- 
5i^0, Ace of Clubs. 

Knave. 
Dttft. 
Urte. 
Four. 



. Note, The IJircAow 
we have ^vcn for 
placing .in Bfadty 
are the fame i& 
Red ; but with this 
DifiereDCe, 

viz. As there are moKTrutnps in Red than in 
Blactf your Game Ibould be fomething bet- 
ter when, you play in Red, becaufe tlra% ue 
more againft you. 

Obfcnre, that the Games we hare mark- 
ed here, arc the fmalleEt that can be played 
upon the Casds. There ase an inAnite Nutnr 
ber of good Games, which we think need* 
lefs to teckoa.up, becauTe we iMppofe n6~ 
body will hcjita^e at a good Hand. 

C & Ton 
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You fbouH obferve likewife, that you muft 
luvti i bAtir Game when you i»t to play 
ftcwtdv tKan- if you were to IcAd, or pky 
laft ; for when you ire thus hemmed in, you 
wiit Bnd it very hard to dlfengage youi^l^ 
unlels you have a good Game. This Di^ 
advantage you will iooa find out by a little 
Play. 

Thm we have drawn you yp a Set of 
Games that may be played with difcaFdiftg^ 
now we Ihall fhcw another Set, which nay be 
played SatuprenAv. 

Games in Black, which may be played, 
Sans-prendrt, 



I. • 

SfaMti,htt<3/i Spades, 
H^AmUe, theDuce. 
Bajia, Ace of Clubs. 

I Truflip. 

A Renounce. . 

III. 

Mamlle^ The Dace. " 
Baftty Aceo£C4ubs. . 

-Two Kmgs. 



ir. 

SfaditU^Pixx of Spades. 
MamlUt the Diioe. 

Xneve, 
Two Kings. 
A Refltmnce. 

IV. 

SpMiUty Aceof spades. 
Mamllet the Duce. 
fd^p, Ace of Clubs. 
Three Trumps. 
A Renounce. 

V. 
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V. 


VI, i 


Sa>, Ace of Chito. 


Mmilli, the Duce. 


MsnOi, theDucc. 


?a>, AceofCIubj. 


Sn'cu. 


King. 


Kutv,. 


Three Trump. 


TwoTnioms. 


ARenotmoc. 


Bv. . 




VII. 


VIII. 


ii.j!.,Ac«cfChjb5. 


B»f. 


ae. 


^wo.. 


S/ta. 


Knave. 


Km?,. 


Stven. 


Snia. 


Six. 


Six. 


Five. 


AKnr- J 


A King. 


IX?. 


X, 


!?«*&, Ace of Spades. 
%ni. 


Mmillt, the Duce. 


SHm. 


Kmvt. 


Six. 


Seven. 


Fm-. 


Four. 


AKiig. 


A King. 




A Reoounce. 




Gamei 
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Games in Red, which may. be played, 

SsMs-prenJre. 



SpadiUtyAcc ofSpades. 
MamUty the Duce. 
Ba^Jo, Ace of Clubs. 
3 Trumps. 
A, King. 



m. 

SpadiliejAce ofSpades. 
ManilUy the Seven. 
FunlByAce of Trumps. 

I Trump. 
A King. 



Sajioy Ace of Clubs. 

Funto, Ace ofTrumpi. 

3 Trumps. 

A King. 

A Queen guarded. 



n. 

SpadiBe, Ace ofSpades. 
Manilky the Duce. 
Bafto^ AceofCUUis. 
Kirtg. 

1 TnimpL. 
A King. 

IV. 

ManiBe, the Sever*. 
Bajie^ Ace of Clubs. - 

Knave. 

2 TrumpR 
A King. 

VI. . . 
PantOt Ace <3f tytar- 

nuHids. 
Kii^. - 

^tm. I 

Knave.^ 

Bum. \ 

Tbref. ! 

Six. 

A King. 
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vn. VIII. 

Mamlky the Seven. ^a£Se,Ace<^SpaiK». 
Bdjie, Ace of Clubs. PmtOt Ace of Dia< 
P«s/0,Ace of Trumps, taonds. 
3 Trumps. Kf/ig'. 

A King. ^tH. 

A Renounce. z Trumpa. 

A King. 

Queen guarded- 

A Good Player vdll venture to play i^n 
a weaker Game when he is ta lead, or play 
laft, than when he is fecraid, as'loblerved be- 
Ibre of Difcardtng. 

Now I have laid down every Rule of Om- 
he^ but notwithftanding all my Dircfiions, 
let a Pcrfon play with ever fo much Judg- 
ment and Caution, he will often find him • 
lelf difappointed in his Game ; for Fortune 
will have a Hand in fhull Things, as well 
as Great, fo that in is not to be expect- 
ed that the belt Gamefters ih^l always win } 
you may lolc t^n a very good Game, 
when all the Trumps that are againft you 
&11 into one Hand ; on the contrary, whea 
they baj^n to be divided, you may win a 
very fmall Game. I once faw a very goc4 
Player lofe a Game with four Mataderei and 
three Kiftgs: You will ima©ne the Cards 
muft be very ftrangely difpofed ; for it hap- 
pened that the Eight Trumps which were 
againft 
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ag^nft bkn (I fay Elight, for he played in 
Red) were aU in cme Hand} fo that tus 
Xhigs being all trumfed, he won but four 
Tricks. 

As frequent -Difpuees are like .to aiife at 
Omhtt and Peopte are fcldom fatisfied with 
the Judgment of the Standers-ty t I have ft^ 
joined a Table of al! the Rules and Articles of 
the Game ; which will decide Dilputes very 
impartially. 

I Ihall now fpeak of the di&rent SarH <^ 
Otnirt. 

Of La Efpadilla pot Fuerca, thatJst Force 
Spadille. or Efpadille Force. 

THIS Manner of playing ac Ombte may 
be diverting enough where People do 
not play for iny thing, becaufe Beaftes happen 
altnoft continually, and the Codille is often 
won .when it is leaft expeded \ but where 
People play for Money, it is quite different: 
For Ombrtt which is a Game of Art and 
Judgment, when it is thus played, de^afr- 
rates into a Gaipe (^ Chance ; and CoaduA 
can be of no Ufe to a good Player, who 
finds SpadiUe in his Hand very ill attended. 

It is played like the Game at Ombrv we 

have defcribed t every one fpeaks in hi* 

Tumi "■'^'^ if sll f^fi* then he who has Sfa- 

'Q his Haad is oUiged to pla^^ let bit 

Game 

. Uoogic 
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Game be. ever fo bad ; therefOTC vHica the 
others have palled,, he has nothing to do but 
to name his Trump, and to dilcard. 

But he who has Spadille may pafs^ ta lee if 
either ef the other Tvo will put him out of 
his Pain, and Play -, if they do not, be muft: 
Piofy as is laid bcTore. 

When all pa/s^- and no-body owns SpadiUei 
the Cards that are left muft be examined \ 
and if it be not in the Stock, ic muft be in 
fome Hand ; In this Cafe, he who has it, 
and did not own it, incurs a Be^, and die 
Deal is not to be pUyed, becaule the Cards 
were feen. ; 

This b allilat can be faid of this^ Sort of 
OiB^,.wliit:h is ftldom played for Money; 
bocaofe k)de«l it Ifioils the Game. 

0/GAscAR.iLLi, ctGascarllc; 

THIS isaoew Way ofpIayingaiOw^i . 
and is fcldom pradtifed buc whero 
Pojplc piay for TriOesi The Mtthod of it 
ts thus : When all have paQed, one PerTon 
declares to play Gsfcariile ; then that Peifoa 
bfft out. e^ht Cardsi, and after having taken 
in, and examined .fans.. Game, he- Qamcft. tbtf 
Trump of that Suit in which he is the 
ftrongeft. , 

Sometimes 
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Sometimes be nho plays Gafcarille bys out 
all nine ; and oblerre, that he is obliged to 
lay out at leaft eight. 

If he* wins his Game he is to receive three 
a-piecc for GafcarilU j if he lofes it, he pays 
them three a-piece. 

He pays, or receives, for MatadoreSi as ^c 
the other Games of Ombre. 

Cy/i« Whim. 

TH IS is another odd Way of playing 
at Omire, aod. feems. to be invented 
for Variety fake ; it is thus : 
". When "all have " pafled, -one declares ta 
play the fFhimi that Perfon is to turn up 
the Top-Card of the Stock, and whatever 
Suit that happens to be of, is his Trump, and 
he is obliged to abide by it. 

Then he difcards, and takes in what Num- 
ber he plcafcs, and the Card turned up muft 
be one of them. 

The Perftm who plays thus, if he wins his 
Game, receives nothing for playing the 
Whim, nor pays any thing if he lo(es it. 

He pays, or receives for Mataderes^ as ac 
the other Games of Ombre. ■ 
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Cy Quadrille, Quintille^ (iff</ Single 
Ombre between Two. 

TH E French^ ever fond of Novelty, and 
equally fickle in their Drefs and Di- 
Vfrfions, have inoculated feveral Cyons 
upon the Spmfti Root of this G<w»< of 
Ombre. 

Quadrille, or Omhre by Four, varies 
from Omhrey by Three, in having alt the 40 
Cards dealt out ; to each Fenfbn ten a piece* 
thus : Twice Tbree^ and once Four j or once 
FouTi and twice Tir«, as the Dealer plcafesj 
bu; the Cards muft not be dealt out 0ns snd 
Ow, or Two and Twoy as fome raw Players 
irregularly praftile. 

If any Card whatever be iamedy the Deal 
is loft, becaufe no Di/cartiing is allowed in 
this Game. 

There is no Forfeit upon kjng the Dealj 
the Dealer being only obliged to deal the 
Cards over again. ^adrilUf in moft Re- 
ipefts, follows the Laws and Rules of the 
other Kinds of Ombre, excepting one Varia- 
tion, called, Au RcTf rendu, (the King given 
«/>,^ which is, that the Perlbn who has the 
King that was called, is at Liberty to fmren- 
der his Majejiy to the Ombre, who in .return 
mull given him another Csre^ out of his Game. 
Nectary 
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Jfectjfary Calculations to nnderfiand th» 
Game«f Quad RXLht. 

Jg. WJ HAT is the Odds, that out of 
VV any Two certain Cards, my Part- 
ner holds one ? 

ji,:The Odds io bis Favour is about Five 
to Four. 

^. What i» the Odds, that out of any three 
certain Cards my Partner holds one i 

A The odds is about Five to Two in his 
Favour. 

ffo foftgnit^ Calculations ttipiaitud. 

THAT out of Two cercun Cards yoiw- 
Fartner lu^ One, oUerve as fol- 
lows. 

If you have one Mdtladore in your Handf 
k is manifeft by this Calculation, ic is Five 
to Four chat your P^tner has one of the 
other two, and therefore you may venture to 
play your Game upon that Suppc^ition. 

But futher % you call a Kingy and have ia 
your Hand a Knave wA a fmall Card of a 
Suit i hy the above Calculation it is plain, 
that the Odds is Five to Four in your Favour, 
that the King or ^m of ^t Suit i$ in your 
Partner's Hand, and eonfequeatly you have 
a fiiir Qiance to win a Trick in -that Suit. 
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As to tht other Qucftion, What h th 
Odds, that out of Three certain Cards you 
Partner hoHsoiw, -it may be tJms explained. 
We "1011 foppofe yoo hare no Mattadore^ 
yet if yoii cotjld be alTited by ouc-of then 
the Odds "vroidd be greatly oji yiaur'Side < 
winning the Game i nowobferrc, that by t* 
above Calculation, it Is Fire to Two thi 
your Partner has one of them, 'as yon ha.\ 
none. 

- In tbe fame manner may be calculate 
many other Cafes, which will be of. great U: 
to a vigilant Player, 

Three-HAKD'BO QtTADRILLB. 

THERE are feme Perfoni wiio m 
play .at this Branch of Ombre, by dca 
out len Cards a-piccc/ between ^hree, an 
this, in downright Irijb Phrafeology, they ca 
Tbret hattded^adrille ; which in plain E»^ 
tijb is Four-bandid Ombre played by I'br 
Perfoiis. But this filly Manner rather dcferv' 
cur Ridicule, than, any other Notice. 

It is a Game of very little Entertainmen 
ind cannot be at all agreeable to thofc w 
underftand three-handed Omhre : It is ho ' 
ever proper enough to give an Idea of 1 1 
Game ot^adrilUt to thofe who are defin i 
of learning it. 

r , ^■'' 
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This Game is difadrantageous to the Ofxr* 
hre, who has always two Adveriaries to con- 
tend with. It is feldom or never played, 
but when a Fourth to make a Match at the 
genuine ^adriSt is wanting, the Laws and 
Rules of which it obferves in all Points, ex- 
cept in the following Particulars which are 
peculiar to This. 

I. To play this Game, no more than thir- 
ty Cards are ufed : One c^. the whole Red 
Suits mult therefore be laid alide, it mat- 
ters not which of them ; and the Ombre, 
whether he plays Sans-prendre., or (alls a 
King, muft, towin, make 6 Tricks ; if he 
makes but 5, it i^Remife ; and he lof^ Co- 
diile, if he makes but 4, or.lcfi. 
. II. The Game is . marked ^and played as-aC 
^adrilky but the Beajie is of 14 Counters, 
tho' there are but 13 down. 

III. He who plays by CalUng a King, 
having firft named the Trump, Calls, or 
indeed rather Demands, whatever King he 
judges moft convenient for his Game j and 
he of his two Adverfaries who has it, is ob-, 
ligtrd to deliver it to him, and to take in 
lieu thereof whatever Card the Receiver, 
thinks fit to give him, and which the third 
Player is free to look u^wn ; with this Af- 
filtance tlie Ombre mult make fix Tricks, 
or lofe. The Law is the fame to regard :tp, 
him 



him who is forced to play with SfadtlUt Ac 
others having pafTed. 

IV. It is not permitted to name for 
Trumps the Suit that is laid out ; for if diac 
was fuflfered, with SpadtBe alone, and Kings, 
Queens, &?f. any one mig^t make the Veky 
without the Defendants being able to (^}ppfe 
iL 

In every other KelpeA this Game ibllows 
the Laws of Omhrtt w which Recourie muft 
be had for alt Accidents that may inter* 
vene. 

Qv INT I LL E. 

WE next come to Qt/iNTiLLE, or 
Omhre by Ftve^ from whence ^a- 
drille has its Original. It is very entertain- 
ing when well played. I (hall give ao Ac- 
count of the Mann'er how this Game was 
played at firft, and thwv proceed to the pre- 
fcnt New Method, as it is brought nearer to* 
^adriile, which is alfo rendred much more 
agreeable and amufing than formerly. 

In playing the Old Quintelle, no Fi^es 
are given out : Each Player only takes 20, 
or 30 Counters, whjch are valued at 5, lo,' 
15, 20, Or 30 Pence a- piece j in a Word, 
what they plrafe themfelves" according to the- 
Agreement they make when thty begin the 
Party. 

/ They 
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Tbey draw xhe Pl^us, and when tbqr 
have Teen ^ho is to deal, every one lays down 
a. Counter, bef&re iuni» .and has 8 Cards Jtalt 
him, andno jnore, which : is the ufual Way 
of deah't^-jat this Game, .there being ,iip Catos 
ki^, wi hy confequen(;e ofi Discard to }k 
nude. 

The Manner of fpeaking and beginning to 
play, ifi .the -liunc as.u.^adriU^, ^ir, p4vr< 
oiaiyfidhy'Seitr; en4to Vin, Fiv^ Xjicks nuft 
tx made. 

He who plays SaHS-pretidre muft name the 
Trump, and, to win, muft make five Tricks: 
If he wins, he has Jwo Couvlert paid him for 
the Sans-frendre, by each of the Defendants 
and as much for oach- of the three MAtadsrejy 
if he bad them -, but Hiould all his eight 
Cards have been Sequents of Maiaderts^ he 
muft expci5£ no more. 

If feveral Btafits are at once upon the 
Board, and he who plays Sans prendre makes 
the ^cU, he has no more than what is dowi^ 
and two Cevnlers from each of the Flayers. 

If there are only fmgle Stakes upon the 
Board, he who plays Svns-prex4re and -wins, 
of the five Counters that arc down, befides his 
Due for the Sans-preHdre, draws orUy two of 
the Cotmtfrtt aojd by cwifequeoce there re- 
main three. 

Whoever of ihg Players, except the young- 
eft Hand of all, plays, after having afltd. 
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Does OJP/ hod; plof f and is anfwcred, Ntt he 
muft name the Trump, after which, he may 
call to his Afiiftance aay King, except that of 
Trumps. - - 

He who has the IGng which has been eaU' 
ed, aflifls the Omire i and if betweeo them 
they ■ make five Tricks, th^y have }otntIy 
won, and the -principal Player, that.u, tlw 
Ombre, takn up two of the three Cotatertt 
iXiA.^ Friend Qos. When the Covfrten hap> 
pen to be even, they equally divide them. 

it is Remfe when the Ombre and the auxi- 
liary King make but four Tricks between 
them : In fuch cafe the firft puts down two ■ 
Counters, and the other one. 

They lofe CcdiUe, if they make but three, 
and in this Cafe the other three Players have 
a Bight to take up each of them out Counter. 

The Laws of this five-handed Ombre ap- 
p(»nt, that the four eldeft Hands having pajf- 
edt the fifth, let him have ever fo bad aGame, 
is obliged to play, calling however a King to 
his Afiiftance. 

' If CediUe is won, and there are four, or 
five Counters down, each of the Three who 
defended the GflMM are to take up one: By 
contequencc there are etcher one or two re* 
maining upon the Board. If there is but one, 
it belongs to him who has the higheft Trump j 
if two, the other is for him, of the two re- 
I> , maining 
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maining Defendants, who has the next beft 
Tronq). 

If CodiUe is loft the firft Time, the tbree 
Defendants, who win it, take up, each of 
chein, a Counter, and the remaining two are 
CD be played for in the fbllowing Dal. 

If oie Omhny having calkd a King, hap* 
pens to win the VoU^ he receires two Couh'- 
un fix}tn each of the Defoidanti ; and if the 
Nttttdier diinos to be odd, the aunliary 
Kii% hds one. 

It oi!^ ibmetimes happen that there arc 
more to be divided by Reafon of the' Be^es 
that have been made ; in fuch Cafe, the Om- 
tre and xJnc auxiliary King equally divide the 
SpoH i and if the Number is odd, (except 
fai Ca& of the Vde) the odd one belongs to 
tbeOMZrv. 

In thisFiTt handed 0»^«, be- who under- 
takes to pl^ for die Vole and mifcarnes in 
his Entetpttze, incurs no Penaky, having no- 
ching to pay to the other Flayers. 

He who is heafted^ lays down as many 
Ctuaiers 3S he fhould have taken up, had he 
won the Game. 

The Matadtrts att ta \k paid for, <Hily 
when they are found in oic Hand, «nd (In 
Auxiliary- king has no^ure in that Payment 
when they were in the Ombres Hand j to 
whom they are to b^ paid. 

If, on the contrary, they are in the Auxi- 

, i,,oo>iicii«y- 



lUry-Kiag's Haod, tfa^ aie to be p^ed to 
Mm ; but if the Omire and the .mm/ are 
haifitd, he of the twp, who had the AUia- 
iares ia hi* Hand, is to pay them to therefl^ 
OEc^t to h^ FelloaT'Loier. This Law u t* 
be uocb^QxMd in the faou; Secdc when they 
winjoindsr. 

The plcalan(eft and moft dtvcrtiog Part of 
ttus Gam^ is* cooceaUng the Ki^ the Om^ 
ire has c^^/fW} -H^omch^u the OM^e is all 
the while in Fain, and at a Lois to koov 
whtt he has to do, and very; often gives the 
Advance 'to his Advcrlarks, imagining he 
does it to h)6 Friend- 

For iofing Deai there is n» Penalty ; the 
Cards i^uft wly be fhuffled v^d dealt over 
again. 

Thele are the Rules of the Old j^fdfttiSe. 
We next come to (^ Nfrw ^uMilUt which 
is now broug^ as near as pofijble to the Lawg 
erf" ^ddriiie. The firib Thing we are to talrJS 
NoFtcie ^U in ^ying down ^he Rules of the 
Ntai ■^ttfsHlIf is, that it follows the Laws e£ 
^MOiinfle in every Point, except whfre there 
is a NepcIBty of d^viadng from thefn. So 
that it ^1 fufHce, with the. Laws, which are 
peculiar tjoic, to nwntionloBie Rules abftr^- 
ed irffi^ ^SjutdriUfi^ tiy R^ffm that th^are 
wl»^ ^onsr«y tp tlip «y ftlifineriif playing 
*is.Q«ini?.. 

D 2 The 
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The Stakes f Markings and Ptrfing the 
Game, arc the fame as at ^aMUe. 

When you have agreed upon the Value of 
each Fifit the Places dratoiiy and when it is 
known who mufl: deai, the Dealer i» to ftake 
<town one Fifii^ and each of the others one 
Counter for. thsGamty after which xHx Dealer, 
having caufed the Cards to be cut by his 
Left-hand Man, is. to give 8 C^s a-ptece, 

4 at a Time, nor muft he deal any other 
.Way. 

The Cards, being dealt, every one is to 
fpeak in his Turn, beginning at the eld^ 
Hand. . If any one has ,a Hand to be played 
with tlw Afliftance of a King, he is to ajt 
the ^efiion,- faying. Does any Body play ? 
If he is anfwered in the Negative, he is to 
name the Trump and call _z King, who, in 
Corijundtion with him, to win, muft- make 

5 Tricks ; and they lofe it by Remife if tliey 
mdte but Four, and by Codtlle, if they make 

' If they win, they are paid ihc: Rewards, 
and the Maladores,- ifi -cafe they had them ; 
and "if they lofe, they equally pay the He- 
loardt, and Maladores, if they had them, 
whether they are beofied by Codrl'e or Remife. 

Obfcrve, that there is no fhtntlon' made of 

paying the Game, as at ^ddrttk -, befcaufe wc 

iaid at firft, that every one muft ftake down, 

and by Confequcnce thole who win nruifttiraw 

the 
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the Stakes, whether the Omire alone, or with 
the Help of a King; or the Defendants i£ 
they won Cedillff. 

. TkeBea^et and.whateTer elfe is to be paid, 
h deoe one .half by .the OmtrCt and the oihcF 
by the Kif^ his Ally j if in the Payment there 
happens tO' be an odd Counter^ the Ombre is- 
to pay it i as in the Winnings they divide 
cquaHy, and the odd Counter falls to the 
Omhre'&Siaie.r 

,Thia Game isnet fo Figorouc towards the 
Ombre as- ^a/iriile, fmce he can nevtr b= 
beajied -aioTiz when he eallsa Kift^, even if 
he makes but one Trick, but the Auxiliary- 
iuuBf is always to contribute one half. 

If all the five Players have pajfed, and he 
■who has SprtUlU, is obliged to- play, talli»^ * 
Kin^j he follows all the Laws oi thofe, who 
play voluntarily. 

1 n Regard to playing Sans-prendre ; the Law* 
t^'^uadrilU are to be obferved in all Points^ 
ihe other four Players being united againft 
him who plays Sa»s-prendre % who, to win< 
muft alone make 5 Tricks j, being beafted iy 
Remfct if he makes but 4^ and by CodUle it 
lefs than 4. 

When he who plays Sans-prendre, or caili 
3L King lu: has in his own Hand, lofcs. CfdHie, 
the/cer Players his Adverfaries divide amongft 
them what was played for ; and if there aro 
aay odd CfiUrtferSt as it often happens. He of 
" D 3 tfie 
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the fow, who had the liigheft Trump takfs 
up one, the fecond is for Him of the tbret 
others, who had the next beft: Tninsp; and 
if there are ^ odd Couitlers, the third u for 
Him of the remaining two, who had the beft 
Trump i but in Cafe they had neither of them 
any Trump at alt, it is let alone cUl the next 
Deal. 

The EtR BeaJJe is ^wttys of 15 Cfunitrj, 
the fecond of 45, except the Game, in which 
the firft Beaffe was made, Was won by Codille % 
in which Cafe the leccHid is but of ^o. In 
either Cafe you muft add the Number of 15 
for each Beajie, acceding as they are made. 

The Matsdores are piid all 'one as they are 
at ^mdriiie \ it is indifferent whether they arc 
all in the Omhr^% Hand, os whether divided 
between him and tlie King his Ally, they 
part what is paid for tl.e Mataderes^ as welt 
as the reft of the Winnings. 

The ^<7/i?.is likewifepaid, according as has 
been at firft agreed upon, to thofe, w\o win 
it; and thofe, who jointly make it, are- joint'- 
ly to divide the Gain. 

There is no Rifque in undertaking the 
Vole-, there being na Penalty for thofe who 
undertake and mifs it 1 nor is there any for 
thofe, who, undertaking to play, make the 
Devde s that is, we fiammtdhj pot winning 
one Trick, as it fometimes happens ; they are 
only obliged equally to pay che Vole to their 
Adver- 
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Adverfaries i ftill obferving, that the odd 
Centrtter, as it belongs to the Omhe^ if ho 
wins, mull be paid by him when be lofes. 

He who calls a King, and makes not one 
Trick miift be beafied alone, provided that 
the Auxiliary -King makes any ; but if he 
iikewifc makes none, the Beajte muft be equal- 
ly paid between them. 

The Vole draws no more than what was 
played for j the Cards are cleared by a cer- 
tain Number o( Countersy as has been at firft 
agreed upon, to be paid by each Player. 

As to the Renounce^ and all the reft, ex- 
cept in the foregoing Particulars, the Ruks 
ami Laws of ^adrtlU are obfcrved- 
■ ft is the beft Way for the Ombre to trump 
about as foon as he can, and likewife for the 
Friend, when the King that was called has 
appeared, or eVen before, if he can, the bet- 
ter to accommodate the Ombre'% Game, that 
bis Kings may pafs, which otherwife run the 
Hazard of being trumped. 

Thcfe Rules, make New ^inttlle much 
hiore efitertaining than the Old Way of play- 
ing it, which is now quite out of Ufe, except 
in fome petit French Provinces, where- they 
likewife play Si^adrilki almoft after the fame 
Manner. 
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Ne^'Decifions upen the difficult Points andlvf 
cidenu which mofk^en at QvAi>g.\hht. 

THESE «ntf Dccifions contain only 
Part of the Laws of Quadrille, and are 
neither unpleafant, or unneceffary, becaufe. 
they Ihew the Reafon of their Inftitution. 

I. Of the Dw/.3 If in Dealing, any Card 
happens to be facedy the Dea! is loft. The 
Reafon is, that it is neither juft nor cqui^ 
tabic, that any of the Pkyers fhould lie un- 
der the Difadvantage of having one _of hi> 
Cards known, which may prove prejudicial» 
whether tie plays Sans-frcndrey with an Auxi- 
Maxy-Kif^y or defends the Stake. Belides, 
the Law would not be equal, i^ z faced Card 
belonging to one Player Ihould be received, 
and the Deal pafe for Good, when, at the 
fame Time, if a fecond Ihould come to ano- 
ther of the- Players, and a third to another, 
the Um/ would be reputed falfe, and would 
pais for nothing ; and yet this fccond or 
third faced Card dealt to different Players, 
could produce no other Elffefts to their Gamty 
than the ^x^ifaeed Card would do to his, to 
whom it had been dealt. So, by Confe- 
quence,' if for two or three faced Cards oc- 
curring in a Dealt tho* in different Hands, 
the Deal is counted fotiL it is very reafonablc 
that 



,.'.ij I, Google 



Nfw Ded^otts m ^adrilk. %y 
riiat it ihould be lUcewife counco] fo,. vhea 
Ehere is oneyk»iJ Card.- 

\tm riot permitted to ied liie Cardi* after 
an^ other M^ner than by 4 and 3 at a Time, 
tho' fome Players erroneouHy pretend that 
every Player is at Libeity to ^al as he 
pleafes \ for linee thuGame follow*, as near 
as poITible, the Laws, of Ombre, at which 
Game the Cards ate not to be dealt any odier- 
wife tban 3 at a Time, it is nof juft todeviate 
from that Law, which has nodiing in it but 
what is very reafonable, and which is di-, 
redtly contrary to the Abufe* which might he 
introduced, had every one the Liberty 01 Deal- 
ing according to his Fancy, by fome Iharping 
PlayerG> thro' the Knowledge they might 
have. o£ the Cards by marking them. 

n. rhe Method of Calling.] As the Opi* 
nion of- fome Players, who are for having 
Hifn> wjlo has the four Kings in his Hand, 
pa/s, except he vi'iU- 'piny Sans-prendre^'iS re- 
pugnant and contrary to the Liberty of ^a- 
drilU i and it is- but re^onable that it fhould 
be free for. him to play, either calling a ^een, 
or one of his own Kings -, it being generally 
received, that he who is unwilling to run 
the Hazard of Saus-prendre, may call one of 
his own KingJf or. any '^^m, except Thai of 
Trumps. 

Objcrvc that, to- call a §uetnt you. muft 
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luTc the four Kings % 6> thac if yen vant ihe 
Kit^ of TmmpSf aotwkhftan^ig yeu bars 
the odwt thFcb, you are obliged ei^er to M2f 
90tt of Aibki I&iigSi or ta fafi. 

in. W^ Afli»w o/" playing fit Cardj."} 
As Penalties upontheFauIts cc»n mined in all 
Games, art impoled with no other View than 
to' prevent the Abides, whidi might be m- 
troduced by iharpmg, it has been flight 
neceSity to ufe Severity in Regard to the fol- 
lowing Particulars ; becaufe it would be no 
difficult Matter to abde them, if they were 
othcrwife judged, or decided. 

He who draws from his Gami a Cvd, and 
prefencs itt^ienly as if he was going to |4ay 
it, is obl^d fo to do, if his retainuig it cai> 
do the Game any Prejudice, or give any 
Knowledge or latinMCioQ to tite Ftiend, cf- 
pecially if it is a Matadere. 

This Cafe equally regards the T>tfsnianti as 
well as the Ott^t and the Friaid. 

He who plays Sans-prmire^ or has ci^ed 
his own King, is not iubjed to this Law, by 
ReafcKi that by diicovering his Card he can 
reap no Advantage. 

He, who, not being eUeft Hand, and has 
the King, which the Ombre called, tb&\\ trump 
about with Spadilie, MimiiJe, or Ba/tcy of 
fliall even lead out the King, which was call- 
tdj, to give InteUigence that he is the Friendy 
hauDg 

. Uoogic 
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having other Kii^ in liisHand dachefeut 
the Oairt fliould trump, onnoc prttend to 
lay the leaft Claim to the VoU \ my, and in 
Cafe any indiie& Meaning amiean in his hav- 
ing io done, he ought to be Bu^ed. 

IV. Of mjiakes and Accidmtj.'] The Li- 
berty allowed in ^uadriUe, of looking over 
the 'Tricks each Player tuu before Mm, t» 
lee what has been played, may caule a Fault 
in two of the Players at once, i^ one iiv 
QMTimitring, and the other inoccaSoning it ;. 
which has occafioned that Point to have bee» 
decided after the following Manner : 

He» who, inllead of turning up l^e Yrickfr 
trf" any one of the Pbyersy fbalL turn up his- 
Gamey.. which may be laid down bcfise him^ 
and iball look upon it, or caule it to be fxxu 
by the other Playerv Ih^L be JUafied, to- 
gether with him,, whole Game he h^ t^lco- 
vered,- eaclt paying hal£ the Beafiei the one-' 
paying for ius Miftake and little Attention,, 
and the ol>her for his Negligeoce in leaving his 
Cards upon the Boards whea he ought to 
have kept thein in his Hand till the Dea/t 
was played out.. The Eftablifbment of this. 
Law is by fo much die more equitable,, be- 
caule it prevents fcveral Abufes. i'trfit the 
Snares and Baits, which mighc be laid for' 
Thofe, who- want to counc the Cards, by 
placing the Game oeac the Tndu <xa Pucpdfe 
D6. to> 
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to entrap them. Secondiy, the knavilb DeCgns 
of liich, who, making as if they were ^iRg 
CO fee what had .bcm played, Ibould turn upt 
the. Cards of the other Flayers, wtuch byr 
Chance or Negledt, they might have ludl 
down before (hem. 

V. 0/ Remutteei.'] He, wlio reaouncat is 
not to be Beajled, even if the Trick is taken 
off the Board, in Cafe he recoUeds and 
perceives it before the Trick is turoed down- 
t^ the Ferfon who won it : but if it is turned 
down,, he maft be Beafted. 

He is Hkewife Btafied, if tiie Trick be 
covered with another Card by the Ferfon 
who won it i except he immediately recot- 
le^ himfelf before the next Card is played ^ 
in.which.Cafe he may recover his Card, and 
muft not be Beafted. 

He does not reucunte^ who, having for- 
got the Trump, has been told by any Body 
that the Trump is in fuch a Suit, and who, 
having notje.of the Card which is led, fhaU 
trump it with one of that Suit: he has been 
told wfts Trumps ; but he cannot take up his 
Card again,, and the Trick muft belong to 
him, who won it -, it being unjuft to punifli 
Honefty after the tame Manner as one would 
Kmvery, or what might lock like fuch. 

.tie who, without alking what is Trumps, 

IhaU trump with a Card, which is not fo, and 

flull 
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fliall have turned down the Trick, muif be 
Beaftedy if it a[^)ear3» or may be fufpe&ed, 
that he did it with a fraNdulent Defign. 

He who renoDnces lereral Times in one 
Deal, if ic is not percttiyed till after the 
Tricks are turned down upon the Board,- is tt> 
be Beafled but once ; but if after he has been. 
made fenlible c^ the firft, he is ftill ihewed a 
fecond, and then a third, he muft be Be^ed. 
for every Kmounce he niade, and he muft ukc 
i]p all his Cards and play them over again, a« 
they ought to be played ; and the other Play- 
ers muft obferve to pl^ their Cards as they- 
played them before. 

VI. Of the Faults of difcevmng on^'i Gami.J 
The Fault of difcovering one's Game is not the 
tefe confiderable for its being conKnon,. fince 
the Toleration thereof migbt introduce many 
Abufes. ' . 

Ic is not thcFafore permitted either-to 
thofe, who undertake to play, or to thofr 
who defend the Stake, to difcover their 
Cards before the Game is woo, by Reafon 
that the Friend of him, who has Jhewed his 
Cards, may make his Advantage of it. So 
that bCt who docs tt, muft be Beajied. . 
. This Cafe does not regard him, who 
plays Sans prendre, or who has tailed his own 
King, becaufe his Game can be lavour'd.by. 
Bone. 

Thofe, 
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Tlu^, wito d^d the Stake, tbo' tbey 
^ve ma^e £x Tr^ks, arc doc to ezpofe 
their Cards, but to coDcinuo placing tiU 
the l«ft, to fte whetjier the Omh-e can win 
his three Tocki to avoid beiog Bt^ed 
sioBt. 

] VII. Of the Faults of/peakit^.] It is not 
penmttedat ^^adrille to fpeak at aJl, not 
even to fay. That ii the King i lince die Perioa 
who is to play next, either ought to know 
That, or may iind it out by the Tricks aL 
ready made. Neither ought any one to iayv 
fucbt or futb Cards have keen trumped \ even, 
he, who is to play, muft not aflc it, but 
may loc^ in die Tricks, which have been 
played before. 

He, who Ipeaks a Word in playing, t» 
encourage hla Frieadt mi^ not peetend to tbfr 
FoU. 

He, who lap a Word to make him deHf^ 
mull be heg/ied. 

It is not even permitted to iky, we buxefai- 
Tricks. 

The Libeity each Piayer has ta lo<^ over 
the Tricks whenever he pleafcs, ought to be 
undcrllood only when his Turn comes to- 
play, having no Occafion to know what has. 
paft, but only when he is to deKrmine what 
he is to play. 
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-which frequently happen, vhen he, vhd<| 
Turn to ^^ ia either paft^ er not come, 
counts foch tmd fiich Suits \ becaufe by fo 
doit^, be deiermfaies tuni> who is In Siri^ 
pence, v^tether to f^ ri^ or /iitf/ Card i 
and befides the Prejudice k may do the Game. 
k is vnfeendy, and does not lo(^ well lb to 
do. 

VIII. Of tbt Beajie.l There is no lime 
prefcribed when Ae-Beafie is not to be for- 
ieiod ; it may be demanded feveral Dtah 
after, if he, who won it can prove that he 
-won it m the famt Dtal, wherein it naturally 
fiioBld have been played for i but it is noc 
£> of the Mifiakts that may have been made 
in reckoning the Beafies. As for Example y 
if a Beafiet which fliould have been counted 
for $6 CwnlerSy went but at 42, and he, who 
wcm it, has received them, without dtmand- 
i^ the Overplus of this Miftake, it muft not 
be paid if the next Deal has- been- played out^ 
«■> avoid the Confufion fiich Dilputes might 
•ccafiwi i neither would it be Juftice, (ince 
the Party runs no Hazard of lofing more than 
what he may wtn^ 

■ IX. Cy lit Sans-prendrc, and the Mata- 
dores.] The Sans-prendrc and Mftladores are _ 
to be demanded befoce the Cards are cut fior 
the 
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^ next Deal, otherwife they are not to be- 

paid. , / , 

It b^ ..been neverdwlefs judged necdlaiy 
Co make Exception to. this Rule, to puniO* 
the Knavery of.fudi, who occafkui . thofe 
tliat have a Rtght to demand this Due from 
them> to io^ it by fhu^ng. the Cards, and 
caufing thf ni . to be cut before they «re 
aware, and by Confequence,. before they had 
demanded what they ought to have had as 
Winners. 

' If he, who plays Sans prendret_ cither witb^ 
or without Matadores-, has not received from 
any one of the Players what, he was to have. 
had for winning th« Gacne,. he may ootwish- 
fianding the Cards- are cut, demand,, togetben 
with the Reasardsy fiff. the Sans-prendrey and 
MatadertSi if (k had them. 

If he who played Sans-prendret has not 
demanded it,, and has himlelf cither cue or. 
dealt the Cards, there is nothing due to him 
but the Stake and Rewards foe the Game he 
won. <# 

If he who played Sanirprendte* with- 
^Matadores, dem^ds through JWjA»jtf the, 
one foe the other, he muft have nothing paid- 
him, except he jecollefts himfclf before the- 
Cards are cut -, this Game requiring a for-' 
mal Explication of every thing in its propcn 
Terms. 

He 
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He who plays, callvfg a Kingy is not obli- 
ged to oblerve thjs Diftindtion, becaufe there 
being two of them concerned, either of them. 
may. demand what is their Due before the- 
Cards are cut ; this Law only regarding thofe^ 
who play either Sans-prendrt or calls their 
own King. 

He who, playing Sans-prendre, Aew» 
his Game, which he- has fure in his Hand,- 
without naming the Trump, is obliged to 
play in the Suit, which one <rf his Adverfa- 
rics fhall name. So having taken up his- 
Cards again, he lets the eldeft Hand play ; 
to whom it belongs to name the Trump 
before he throws down his firft Card ; or it, 
being himfelf eldeft Hand, he leads the 
Board with SpadiUe, or B<^Oy without de- 
claring the Suit he plays in j- this Game, a» 
has been already ot^erved, requiring an intirc 
Explication. 

"X.. Of Forced Games.'] When a^. the Play- 
ers have faffed, he, who has Spadille, 13 
forced to play. It is to be prefumed chat 
having pajed he has no good Game ;. and by 
Confequence Juflice demands that, he fliould 
not be fubje^ to the Laws ofthofe, who 
play of their own Accord, which obl^es- 
them either" to win thrte Tricks, or be 
Beaded alone. . For this Reafon he, who i^ 
forced to play by having SpddilUi ^^ufr'ftot 
be 

r . A.,OOglC 



66 the Court Gamester. 

be Be^ed alone, though he makes but one 

Trick. 

XL Of th* Conire, the Vole, and the 
Devole.} ^adrilU may very well adonit of 
the Centre, which fotne wer& about introduc- 
ing into Omh-e, as ufed in the Game of 
la Bite \Ti\e,Bea^.) Thofe therefore, who 
are willing to admit it ihould follow this 
Rule, 

- He, who would play Samprendrtt and 
engage httnfelf to undertake the Vole^ Ihould 
be fuffcred to play in Preference to him, 
who, tho* he is to fpeak before him, wily 
ofe^toplay fimply ^ans-preadre, or mtbout 
QHing. 

- He, who having played Sdns'prendre, and 
undertaken the VeU^ but miffed it, muft 
pay to. every one of the Players the Forfeit 
of the Vole he has loft, and muft i«H be 
paid for Satts-prendre, Matadores if he had 
them, or the Rewards ; nor muft he even 
draw the Stake nor the Beajtes that were 
played for ; but he muft not be beafied him- 
felf except he lofl: the Game \ in which Cafe 
he mufl: pay all that is due for the Rewards, 
ihc Sans'jirtndre, tin^ FtU, Mdthe Matedorest 
if he had them. 

As this is a Cipcumftance, which very rare- 
ly h*ppefi9. thfte oan be no great Hazard in 
adoiittioa; it. 

He, 
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- He, who is forcid to play with Sfe^Uiri 
cannot pvetend to the yolst b^ Reafbn of tho 
Admuage SpadilU difcovered may procutt 
\am. .r . 

The Auxiliary- King muft have aj^eared 
before there is any Right to undenake- the 
VoU% otbcrwile, as no Rifque is run, fo no 
RccfHopence is to be expe£bsd. 

He, w1k> plays and wi|U no Tricks makej 
the Deveie, {is_fiaMmed) which he mull pay 
to the two Defendants, and not to his-Frieitj, 
left: the Defire of Gain (hould induce the 
Friend to play ^ainA him, whom he ihould 
■flift, wben.ihc Game becomes defperate, 

1^us.JjK(^ 'rigorous as it is, cannot Well 
be too much fo, fmce it-tendi to prevent play* 
iog . upod' Idw .Games. 

' It is iJiMie generally received and approv- 
eid of, that Thofc who xlifcovcr their Game, ' 
muft noc pretend to the FeU. J^cvcrtbc- 
kfs, .if any one of the Players lias in hia 
Hand five or fix fure Tricks, andexpofes 
his Cards, laying tbat he undertakes the 
fele, notwithilanding his. Friend is to play 
foil, he' is admitted without Its' being in his 
Advcrfary's Power to hinder him j but they 
'iacM Libeity to compBl AheiFrte^dof him, 
who i^ertaka it, to^leaS the ' Board with 
what €ard they jsleafe, .^tq the Endithat he 
may make no Advant^e of his having, feen . 
bis Parfntr'i Handj but This is only allow- 
able 

. Uoogic 
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Tt:t^tsfiaiSarioti>eCameqfOMia.s. ..■ 

t. 'fO go to ilt Btttm : That is, when he 
' Who talces' in. next to the Omhret takes 

fo tAany Cards, that he does net leave 5 to 

him who is to take in laft. 
JL The B^o : is the Ac^ of dvbs, which is 

always ^ third Tnimpi in what&ever Suit 

you [iky. ; 

IQ. The Codilie : is when one of thole that de- 
fend the Game a^uil!t dieOm^^ wins the 

St^. 
IV. To name fhe TnitAp : is when the Oam 

ire (ays, I play in Hearts^ Diammdsy Spades^ 

or Qubs. 
,V. The Difcard : are the Cards Iwd out, which 

are always to be placed at the Ri^thand 

of the Dealer. 
VI. SpadiUe^ or EfpaSlU: is the Ace of 

Spades, which is always the firfi: Trump, 

in whatever Suit we play. 
Vtl. EfpadiUe Ferce, pr Forced E^adiJk.: 
. is, when it isagreed tjefopeyou.he^O, that 

h^ who has Spa^lkr fiiall be ohligijd to play, 

if the reft win not. 
yill. To fKce the Omhre: is^ whflolSe diat 
,. ylays before thf'Cjm^e^I^s 3 High Ti^pi 

in drder xoivK^^Oi^e^v^ play aH^ghcf 
■ "to' win it. ■ " ' ■ ■;'".', ' ' '. \ 

.... '' — ■■ " ■ 'IX'. 



IX. The Goto : is as much as t» &y, P^ il^ 

or leave it to utc. 

X. Omire : is not only the Name of the Game^ 
but alfo die Perfon who names the Trump 
and plays ; for the Stake is called the 0«i- 
hrt. 

XI. MaittUe : is ci&er the Duce in Mack, or 
dieSeren in Red* and is always dufeoKuJ 
Tramp. 

Xn. Mdtadorest are the Three prindpal 
Trumps io called> which are SfaJille, Ma^ 
nille, and Safio. 

XIII. Matadores Single : is ^i^ien they are 
to be paid fmgle ; for Example, when 
you are to be paid but one Counter for 
each. 

XIV. Matadores Double : is when you agree 
to My two apiece for Maiddores. 

XV. Faifc Matadores : Two Matadores whh-. 
out the Thirdi are fo called^ but are rKver 
paid. _ . . 

XVI. Pitnto : is the Ace rf Hearts, when 
Hearts are Trumps i and the Ace of Ka- 
monds, when Diamonds are Trumps. 

XVH. Sam-ptvndre : is tO play Without Dif- 
carding, or taking any in. 

XVIII. Sam-frendre Single : is when you are 
to receive but 3 Counters, for playing SanS' 
prendre. 

XIX. Sans-frertdtk Double : is whep you 
agree to pay 6 for playing Sans-prindre. 
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, XX. Remi/e .* is when the Omhre H Beafted, 

and no Body wins Cedilie. 
XXL Rmi/e by Throe : is when the Omire 

is Belled by your winnii^ 3 Tricks a- 

pi«^ 

XXII. To rmouna: a when you do not fol- 
low Soiti and have fane ot dot Siut in 
your Hand. 

XXIli. To make Renovues : is when in Dif- 

- carding, youUy out an entire Suit, to be 

. ^le to trump a King. 

XXrV, Repuefia, Rep^t : is the feme thing 
asRtmife. 

XXV. The Stock: are. the Cards that are 
letti which you take in after, and Dif- 
card others. 

XXVI. The 7eitrs : . are the Number of Deals 
you agree to play : But, remember that 

. a Pa/i or a CodtUe^ is not reckoned for a 
Tour. 

The LAWS, relating /a O M B R E. 

1. TF the Omhre forgets to name his Trump, 
X and has looked at the Cards' he took 
in, one of 'the. others may name it for 
him. 

il. If the two Defendants ftiould fpeak 

both together, and ope name one, and 

the other .another Suit, you muft play 

in 'that Suit which was named by him 

who 
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who fits upon the Right-hand of the 
Omhre. 

III. When the Omhre forgets to name his 
Trump, or names one Suit for another 
by Miftake, he may take in his Difcard 
agwn, provided, the Cards he took in from 
the Stock, are not mixed with the reft of 
ht« Game. 

IV. Tho* the Ontbri has fcen his Cards, if he 
prevents the others, and names a Trump 
before them, it is good. 

V. The Ottihrt muft be very cxad in naming 
his Trump. 

VI. You are not obliged to play a Matadore 
upon a fmall Trump, and may Renounca 
if you have not an inferior Trump. 

Vn. A Superior Matadore forces an Infe- 
rior, if you have no other Trump to play 
to it. 

VIII. You cannot Renounce with any Trumpj 
in your Hand, except the three MaU- 
dores. 

IX. A Superior Matadore does not force an 
Inferior, unlefs it leads, 

X. Matadores are not to be paid, unlefs they 
are in the Hands of the Omhre. 

XI. You cannot demand to be paid for A/a- 
tadores, or Sans-prendres, after the Cards ■ , 
arc cut for- the next Deal. 

XII. There is no Time prefcribed for the 

E Beafte, 
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Beafhy and it may be taken while the next 

Deal is playing. 
XIII. The Cards mult be dealt no way but 

by 3 and 3. 
XrV. If. one of the Black Aces be turned up 

in dealing, there muft be a new Deal, 

XV. If the Card feen be any thing but a 
Black Ace, the Deal is good. 

XVI. Whether the Dealer, or another, turns 
wp the Card, it is die fame Thing. 

XVII. If a great many Cards are turned up m 
dealing, they muft be dealt again. 

XVIII. He that has ten Cards dedt to him, 
cannot play. 

XIX. He that has but eight Cards desdt to 
hire, cannot play. 

XX. He that has eight or ten Cards dealt to 
him, may play, if he gives Notice that he 
has too many, or too few. 

XXI. He that paffcs with ten Cards in his 
Hand, is not Beaded; unlels lie has lb 
many, after he has taken in, when another 
plays the Game. 

XXII. He that has ten Cards, may play Sam- 
' prendre^ if he did not deal ■, but one of the 

others is to draw a Card out of his Hand at 
hazard. 

XXIII. He that has but eight Cards, may 
play Sam-prendre with his eight Cards, if 
he gives Notice. 

XXIV. If one of the Players turns up a 

, ,„,,„,. Card 
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Card of the Stock, and looks at ir, he 
cannot piaf, but the others may. 

XXV. if he that has a &re Gatne* and plays 
. Sans-frendre., fiwws his Game wirfiout 

naming his Trump, he may take up (he 
St^x. 

XXVI. He who names his Trump, with> 
out firft hairing alked Leave, is obliged 
to play Sam-prmdrtt let his Game be ever 
fo bad. 

XXVII. If the youngeft Hand nama his 
Trump without afking IL^ave, he is not 
obliged to play Satis-prendre., if the othen 
have pafled. 

XXVIII.. If any Cards remain after all have 
taken in, he who left them may lee them ; 
and if he does, the other may. 

XXIX. It any of the others fhould look at 
the Cards left, when he who left them did 
not, be is Beafted. 

XXX. He that in taking in his Cards, fhould 
take more than he laid out, is not Etafied^ 
if he has not looked on them, but he is 
obliged to put them back. 

XXX). If he has mixed them with the reft 
of his Cards without feeirig them, one of 
the others Ihall draw out of his Cards 
' at hazard, as many as he took above his 
Due. 
XXXn. He who takes lefs than his Number, 
Ea may 
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may take the reft at any time while die 
Stock is upon the Table j but if they are 
all taken in, he muft draw as many as he 
wants from among the Difcard. 

XXXIII. He that has none of the Suit that 
lea<^Si is not obliged to play a Trump. 

XXXIV. He that plays out of his Turn, 
is -not Beajiedi but it is reckoned bad 
Play. 

XXXV. If the Omhre fees a Card in either of 
the others Hands, he cannot oblige him 
to play it i no Card is played till it is up- 

. on the Board. 

XXXVi. Every one has the Liberty of ex- 
amining another's Trick, to fee what is 

out. 
XXXVir. If the Pack be falfe, and it is 

found out in playing, the Deal goes for 

nothing. 
XXXVIir. Tho' the Pack be falfe, if the 

Deal be played our, it is good.^ 
XXXIX. He who Rmmnces is Btafitd. 
XL. When any one has renouacedj every one 

is to take back his own Cards, and it is 

to be played over again, provided the Cards ■ 
. are not played out. 
XLI. Several Beajles made in one Deal, may 

be played off the next. 
XLI I. When there are feveral Beafies upon the 

Board, the highcft Beafie is played off firft, 

after the firft Stake. 

,,00 kXLIII. 
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XLIII. He that can win- four Tricks without 

calling (?iifl0,, ought not to call it. 
XLl V. The Ombre iS never to call Gano. 
XLV. The Omire .oujghi not to-^ve up, 

without playing the Cards, let his Game be 

ever fo bad. 
XLVI. When the Players m^-k different- 
ly either for their Stakes, or Pafies, all- 
: are obliged to mark equal with the highefl} 

and the Beq/ie's muH be accordingly. 
XLVII. He that gains a Fele^ wins twice as 

much as hes upon the Board, if there be 

hat one Sii^e^ 
XLVIII. If there are mzny Beajles upon the 
-■' Board, be'.takes ail, and iyto be paid no 

more. ' 
XLIX. If there arc a great . many Beajits, 

•which, byConfent, or becaufe they were 

made in one Deal, are put together, he 

that wins the VeU fhall be paid as much 

more. 
L. The Vole is undertaken, if after one has 

won his five Tricks, he plays down another 

Card. 
LI. If he who undertakes the Vole does noft 

win it, the two others are to divide betwi^ 

them what lies upon the Board. 
LII. When the Vele \% undertaken, the tvo 

who defend it may look in each othcr'ii 

Hands, the better to difappoint it. 
LIII. If he who undertakes the Vole playa 
E 3 Sansi 
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Sans-frendrt, or hsR MatadoreSf he is ^ 
' be paid for them if he h-vti lits Beafie^ tho' 

he docs not win the Vote. 
-LIV. ACodiiU won, is n6t marked for a 

LV. When a Number of Tours is ^;recd to 
be played, he who will not play to the 
End, ought to pay all that is Loft. 
LVJ. He who diftards and takes in befotc 
his Turn, is Beaftedt if what he takes in is 
mixed with his Game. 
Thus have we giving the Laws relatit^ to ' 
Ombre (in all its Branches, either between 
a, 3, 4, or 5 Feribns) but cannot coiiclude 
this Article, without rearing Mr. Pope*s 
beautiful Defcription of the Manner of play- 
ing this Ganne betweoi Belinda and 'her T'uu 
Knigbti ac Haa^ten-Court. 

BcLiHDA now, whom Thirfl of Farne inVitn, 
Bums to encounter Tivo a.dvent'roiis Knigbif 
At 0}/fav.-E. Jiigly to decide tliMT Doom, 
And fweiU her Btcaft with Conqnefts yet to com*. 
iBtrak tkeTjfrtwBandspte^aK-ia AfmsM j«ia;> ' 
Each Band the Number of the facred Nine. 
Soon as Sie fprcads her Hand, th* Jtrial Guard 
Defcend, and fit on each important Card : 
Firft Ariii perch'd upon a Matadon, 
Then each, according to the Rank th^ bore j 
For Sjlphs, jet miodiul of d>eir anti^tRace, 
Are, as when Women, wondVousfond of Place. 

Behold, fourfi-ifj in Majefty rever'd, 
With hoary Whifkcrs, and a fotky Beard i 
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And four fair^Mmu, wlwfe Handi follain a Flower, 
Th'' ezprcSve Emblem of th«if fefier Power, 
Four ^aots in Gubs f(iccin6^ a tniftjr BumI, 
Caps on their Headi, and Halbefds in their HjMu] ; 
And party-coloaT'd Troops, a ftining Tram, 
Draw forth to Combat on the Velret-PIara. 

The fkilfnl Nymj* revirt** her Force with Care t 
Let Spa^j be Tnnnpi (he fatd ; and Trumft they wHe. 

Now move to War her fable Maiaiiuvi, 
In fliowlike Leaden of the fwanhy Motri. 
SpoMila lirii, unconqnerabte Lord! 
Led off two Captive Trumps, and fmpt the Boud. 
As many more Manil/a fbrc'd to yi^. 
And march'd a ViAor froim the verdtM Field, 
Him Btijv foUow'd, bat his Fate mote bard, 
Gaiii'd but one TruiBD, and on* Fiihim Card. 
With hi; Woad Sabre next, a Chief io Yean, 
The hoary Hajefty of SfaJet appears ; 
Puts forth one manly Leg, to fight reveaVd j 
The left ui many colonr'd Robe conceat'd. 
TheRebel-£vii«(, who dares his Prince "engage. 
Proves the juft ViOim of hii Royal Rage. 
Ev'n mighty Pom, that Kings and Queens o'erthrew 
And mow'd down Armies tn the Fights of Lm t 
Sad Chance of War! now, deftitotcof Aid, 
Palis midiftingoiOi'd by the Vidor SpmJe. 

Thus far both Annies to Belinda yield : 
Now to the Baron, Fate inclines the Field, 
His warlike Jmaxen her Hoft invades, 
Th' imperialConfort of the Queen aiSpadis. 
The cLb\ black Tyrant firft her Viflim dy'd. 
Spite vf his hBa|h^ Mcin and barb'rans F^ide t 
What boots the Rezal Circle on his Head, 
His Giant Limbs, in State unweildy {pread t 
That long behind he trails his pompous Robe, • 
And, of all Monarchi, oAly grafps the Clobe< 

B4 Th« 
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The Saron now his Jiiaimnii pours apace ; 
Th' crobroidcr'd King who fhows bat half hu Paoe, 
And his rerolgent ^«», with Powers combln'd. 
Of broken Troops an eafy Conqueft fiod. 
CItths, Diamandi, Htartt, in wild Diforder feen. 
With Thiongs promifcaoas ftrew the level Green. 

The Knav* of Diaaaiidi tries his wily Arts, 
And wins (O fhameful chance I ) the ^ea e/Htarlt. 
At this, the Blood the Virgin's Cheeks forfbok, 
A livid Palenefs fpreads o'er all her Look ; 
She fees and trembles at th' approaching 111, 
Jq(1 in the Jaws of Rnio, and Co£//e. 
And now (as oft in fome diftemper'd State) 
On one nice Trick depends the gen'ral Fate ; 
An Jce of Hearti fteps forth : the King uofeen 
Lurk'd in her Hand, and mouin'd his captive ^u£m 
He fprings to Vengeance with an eager Pace, 
And falls like Thunder or the proftratc Ja. 
The Nymph exulting, fills with Shoots the Sky, 
The Walls, the Woods, and long Canals reply. 

T'be Laws of Quadrille. 

I. TT is not permitted to lieal the Cards any 
X otherwise than by 4 and 3, the Dealer 
being at Liberty to begin with which of thole 
Numbers he pleafe. If in dealing there hap- 
pens to be one or more faced Cards, the Deal 
goes for nothing. 

II. If the Pack of Cards has more or lefa 
than it ought to have, the Deal goes for no- 
thing. 

lil. If there chance to be two Cards of the 

fame Sort, and it is perceived before the Deal 

is played out} it is null i but if the Cards are 

aU 
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all played, the Deal is good, as well as all 
thole which may have preceded it. 

IV. He who mifles heal-, muft ^al agab \ 
but is noc to be Beaded. 

V. If he who plays either Sa»s-prenirt^ or 
eaUing a King, names a Trump of a diSerenc 
Suit from that his Game is in, or names two 
feveral Suits, that which he firft named, muft 
■be the Trump. 

VI. He who plays, muft name the Tnimp 
by its proper Name ; as he likewile muft the 
King he calls. 

VII. He who has faid / pafs^ muft not be 
again admitted to play, except he plays hy 
Force-, upon Account of his having SpadilU. 

VIII. He who has ajked the SueJUottt and 
has l^ave given him, is obliged to play. 

IX. He who has afked to play, muft not 
play Sans prendre, except he is forced fo to 
do. 

X. He who has afked to play, may play 
Sans-prendre, in Preference to him, v/ho forces 
him to it. 

XI. He who has, the Four Kings may call 
the Queen of cither of his Kings. 

XII. Neither the King nor Queen of the 
Suit, which is. Trumps, muft be called. 

Xill. He who has one, or fcveral Kings, 

may c^U any King he has in his Hand ; in 

fuch Cafe, to win, he muft make, alone Ctx 

E5 Tricks. 
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Tricks. If he wins, it is all his ovn ; and 
if he lofcs, he pays all by hinirelf4 

XIV. You rouft not demaod Gam, of your 
Friend ; nor caufe him, by any indu^^ Means, 
to ivfom you. 

XV. Every one, ought to pl%y in bis Turn, 
but for having done otherwife, no one muft 
be Beafitd. 

XVI. He however, whofe Turn it is not 
to play, having in Ws Hand the King the 
Omhre has called, and {hall trun^ about with 
either Spadilie, ManilUy or Bajto^ or ihall 
even play down the King, which was t^td, 
to give Notice of his being the priendt 
muft not pretend to undertake the Vole ; nay 
he mult be condemned to be Beafted^ if it 
appears that he did it with any fraudulent 
Dcfign. 

XVII. He who has drawn a Card from 
his Game, and prcfented it openly in oFder 
to play it, is obliged fo to do, if retaining 
it may be either any Ways prejudicial to the 
Game, or may give any Intimation to the 
Fritttd ; and more particular if the Card is 
a Matadtre. He who plays Sam-frertdrty 
is not fabjeft to this Law j nor is be, who 
calls his own King. . 

XVUI. He who haj none of that Suit of the 
Card that kads, ts not obliged to trump '\t\ 
tior to throw a higher Card c^ the fame Suit 
upon it, if he has one. 

XIX, 
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XIX. It is lawful to look upon every one^ 
Tricks to fee what Cards have been pla/ed. 

XX. None, ought to look upon the Tricks, 
nor to count aloud what has been pkyed, ex- 
cept when it is his Turn to playj but to let 
every one reckon for himfclf. 

XXL He .who inftead of turning up the 
Tricks before any one of the Flayers* fhall 
tiun up and difcover hia-Gamef muft be 
equally Beafted with hini} whole Cards he has 
fo dilisjvered, one paying one half, axKl th£ 
other the like. 

XXII. He who rateunces, muft be Bt^td 
as niiuiy Times as he has fo done, if lu is 
made fenGble of every Renounce he has made 1 
but if the Cards are mixed> he is to pay but 
one Bet^e, though he has made feveral Re- 
nounces. 

XXIII. To have renotatted^ the Trick muft 
have been turned down ; or he who renounced 
inuft have played hb Card for the next Trick « 
otherwife he may rccal his Card without in- 
curring any Penalty. , 

XXIV. If the Renounce' prejudices the 
Game, and the Deal is not played out, every 
one may take up his Cards, b^inning at 
the Trick where the Renounce was made, and 
play them over-again ; but if the Deal has 
been all played out, the Cards may not be 
rc-takcn. 

XXV. He who having ^ked what is 

E 6 Trumps, 
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Crumps, (hall trump with a Card of that 
Suit he has been told was Trumps, tho' ia 
EfFeit it is not fo, muft not be heafied. 

XXVI. He who without having enquired 
what is Trumps, fhall trump witK a Card 
which is not Trumps, if he has taken up and 
tum'd down the Trick, muft htbeafted. 

XXVII. He who (hews his Gam before 
the Deal is out, muft be Beafitd zixic^X. he 
played Sans-prendre. 

XXVIII. Several Beajles made in one Deal 
ought to go all together ; unlefs it has been 
otherwife agreed before, 

XXIX. The greateft Beajles (hould be al- 
ways firft played for. 

XXX. None of the Three Matadores can be 
commanded down by an inferior Trump. 

XXXI. A fuperior Matadore forces down 
an inferior, wheij it is played by the I^eader. 

X XXII. A fuperior Matadore does not com- 
mand down an inferior, if it is played upon 
any other Trump that led the Board. 

XXXIII. The Matadvres and Sans-prenin 
cannot be demanded after the Cards are cut 
for the nest Deal, except when they are de^ 
fignedly cut and dealt fo haftily that the Win- 
ner has not been allowed Time to demand his 
Due ; in which Cafe, if he' has not taken up 
the Stake, nor been paid the Rewards by any 
of the Players, he may lawfully demand the 
Sans-prendrt and Matadores together with his 
other 
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other Dues ; but if ic was he himfelf, who 
either cut or dealt the Cards, he has no ^- 
ther Right to demand them. 

XXXIV. If he who plays Sans-frmdrtvA'Ai 
the Matadores in his Hand, demands only 
OIK of them, he muft receive only That, which 
he mentioned. 

XXXV. He who inftead of Sam-frendrt, 
Ihall demand Matadores, not having them \ 
as likewjfe he, who Ihall demand Sans-prendre 
inftead of Matadores, cannot compel the Play- 
ers to pay him what is really his Due ; this 
Game requiring a formal Explication of every 
Point in its proper Terms. He who plays 
with the AiTitlance of a King, has no Share in 
this Diftinftiwi. 

XXXVI. If one of the two Winners has 
been paid for Maiaderes, the other may like-' 
wile rightfully claim Payment, notwithftand- 
ing they have not been demanded. 

XXXVII. Matadores are only paid when 
they are in the Hands of the Ombre, or of the 
King his Ally, whether all in one Hand, or 
feparately in both. 

XXXVIir. He who plays Sans-prendre, is 
obliged to name his Trump, notwithftanding 
he has a fure Game in His Hand. 

XXXIX. The Game, the Slake, the Re- 
ward, and the Beafte have no fixed Time fet 
for their Payment, but they may be demand* 
cd fsverat Deals after. 

XL. 
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XL. You cannot recover the Miftakes, 
which may htve been made in reckoning the 
Value of Seafiest afwr the Deal^ wherein they 
Were drawn, is over. 

XLI. He, or they, who play and make all 
the Tricks, are to be played what has been 
^jreed upon for the ych. 
. XLII. Tht Vole does not draw the Bet^es^ 
which were not played Ibr. 

XLIU. He who undertakes tlie Veliy and 
does not make it, mult pay as much as he 
would have received, had he woa it. 

XLI V. The VeU is undertaken when, af- 
ter having made fuc Tricks, whether you play 
SeHS-pre^ty or with the AJEftance of a King, 
the Card is played down for the feventh 
Tfick. 

XLV. When the Vek is once undertaken, 
there is no going back. 

XLVI. He who fpeaks in the Game to 
encourage his Friend to undertake the Foie, 
cannot pretend to it. 

XLVII. He who fays "any Thing to induce 
him to dcfift from undertaking it, muft be 



XL VIII. It is not permitted to give Notice 
to your Friend that you have nude fix 
Tricks. 

XLIX. Thofe who defend the S/aies, 

■muA not communicate their Game to each 

other, tho' the Vole is undertaken, n<x muft 

any 
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ttaj one fpcak the l«aft Word that concerns 
the Game. 

L. He, who is farced to piay with SpaSUt^ 
canaot have any PFetenGoiu to the ysU. 

LJ. The y»le cannot be undertaken 'till the 
auxiliary King has appeared. 

UI. You may, in cafe the auxiliary King 
does not appear, continue playing 'till the 
very laft Card, without incurring the Penalty 
<i£ tbofe, who vrvA making the Vtie. 
. IMl. Thofe who mtkc the Foie^ if the 
auxiliary King has not appeared, 'rill the Jaft 
Trick, muft not be payed it, even tho' the 
Queen of chat Suit has made a Trick. 

UV. Thofe who having undertaken the 
Voh, mifs making it, are ncverthelefs to take 
up the Stakes, Stafits, fltc. that were played 
for, and to be payed the Game^ RewardSy 
Matedons, if they had them, and Sans-preH- 
dte, if fo played. 

Lv. Thofe who admit the Centre into the 
Game oi ^adrillt^ muft permit him, who 
oBen to play lb, before any other, whoofFen 
only to play Sans-prenA-e, even the Eldeft 
Hand. 

LVI. He who playii^ Sans-prertdre, un- 
dertakes the Volt^ and mlHes making it, muft 
pay to each of his Opponents the Due fpr the 
Vek ; nor is he to be payed either jhe Sam- 
prendre or Matadores, if he had them, por 
even the Rewards^ nor tlic Game; neither d^s 
he 
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he draw the Stakes ', but he is not to be Bee^- 
ed, except he lofes the Game i in which Cale» 
he muft pay to each Player, bcfides the For- 
feit of mining the FaU, what he was to have 
had for winning the Game, and be' Bea/ied 
for as much as was played for. 

LVII. He who plays and does not make 
three Tricks, is to be BeaJiU alone> and muft 
likewife pay alone all that is to be payed ; snd 
if he makes no Trick at all, he muft, bdfides 
That, pay to his two Adverfaries ih&VoU, 
but not to his Friend, left the Allurement of 
that Game might entice the Friend, when he 
fees the Game defperate, or paft Recovery, 
to play againft him, whom he ought to de- 
fend. 

LVIII. When you play the Game called au 
Roy rendre j or, the King furrendered, be to 
whom his King is furrendered^ muft, to win, 
make fix Tricks alone. As to all the reft, he 
wins or lofes by himlelf. 

LIX. Whoeverrefufes toplayouttheNum- 
ber oi Tours agreed upon at lirft, ought to ipay 
all the Lofings, and the Cards. 

LX. But in Cafe his Abfence is abfolutely 
required upon any important Occafion, the 
Party may be put off 'till another Opportunity, 
taking a Memorial of the Cwdition in ivhich 
the Game was left. 

General 
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P I Q. U E T. 

General Rvtzs for playing at Viojat t. 

TA K E a Pack of Cards, and throw out 
all the Duces, Trays, Fours, Fives, 
and Sixes. You are to play with the reft, 
which will amount to Thirty-two. 

Or, you may buy Packs of P/jK^Z-Card* 
at the Card-Makers, which cont^n no more 
than what are ufed. 

. After you have fettled what you play for, 
you are to agree how much (hall make Up 1 
for this is in the Choice of the Gameftcrs : 
The common way of playing it, is a Hun- 
dred Up ; and this feems to be the belt Game* 
becaufe a Re-Ficque generally wins the Game. 

The next Thing you are to do, is, to Cut 
who is to Deal ; for you mult obferve, that at 
this Game the Dealer hasa great Difadvantage. 
He who fhews the loweft Card in cutting, is 
the Dealer. 

A Man may cut as many, or as few Cards 
as he pleales, provided it is more than oncj 
but one Card is no Cut. 

And if by Accident it Ihould happen, that 

in Cutting, feme of the Cards Ihould drop 

out of your Hand, and fome remain (which 

often falls out thro' hafte) you mult take no 

Notice 



go "The Court Gamester. 
Notice of the Cards that fall, but the Cue 
muft be decided by that Card which remains 
in your Hand with the reft. 

In reckoning up your Point, every Card is 
reckoned, for as much as it bears ; as Ten 
for Ten, Nine for Nine, and fo down to the 
Seven, which is the loweft. Cblerve, that 
m Ace is always reckoned for Eleven. 

You muft obferve alCo, that all Court- 
• Cards are reckoned iat Ten. 

-And when you come to play the Canis, 
their Vatlue ia in the fame Degree ; as, the 
Ace wins the King, the King the Queen, and 
t^ Queen the ^ave, the Knave the Ten, 
luid fo down. 

. When the Deal is deckJed, the Dealer ii 
to Oiuffle the Cards, and oStx cfaem to the 
other to be cut. 

If in Cutting he fhoukl fcatter, or any ways 
difplace the Cards, they are U be fliuffied aqd 
£Ut again. 

If the Perfon who does ' not Deal has a 
Mind to fliuffle the Cards, he may ; but the 
Dealer is to give them the laH: Shuffle. 
. The Deader may diftribute the Cards, fay 
4, by g, or by 2 at a Time, as he pleales* 
'till he has dealt 12 a-piece % but he muft al- 
ways go thro* the Deal to the £nd, with the 
£une Number as he begins. 

But becaufe this ch^^geable Way of Deal* 

ing ioraetimea may give Ofieno^ the Canls 

are 
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are generally dealt ic this Game bj 2 and 1 % 
and icieems be ft fa 

■When the Dealer has done, he is to lay the 
Stock juft in the Middle ; when they cpme 
to examine their Game, if one of them Ihould 
'find that he has not one Court-Card in bis 
Hand, he is to declare that he has Carte- 
iJambe : Then he is to tell how many Cards 
he will lay out, and delire the other to difcard, 
that be may ihew him his Game. 

V^hen the other has difcarded, he ivho has 
' Carte-hlancbej is to Ihew his Qame upon the 
.Table, chat the other may be iatisfied it is fo ; 
then he is to reckon Ten for his Carte-hlancbt, 
and to dilcard, in order to play his Game: 
,But be muft lay out the Tame Number of Cards 
ho declared. 

The Carte-Manche is the firft Tiung rcckon- 
.ed,-and there£»e prevents a Pk^s; and i^tf- 
- When each has his Number of Cards, that 
is.i2>» there r^ains S> which (as we f^ be- 
fore) are to be laid in the Middle ; then he, 
who is to play firft, may take 5, which is a 
!g;reat Advantage, and leave but 3 to the Dealer. 

But he is not obliged to take 5, for that is 
to be at his Choice, or according to the Dif- 
. pofition of his Game ^ he may take in but 2, 3, 
orijobfervingtodifcardjufttbefameNun^i-. 

when he takes lels than 5, he may fee tlK' 

reft of tbim, and lay tbemag^n upon the St^clu 

Then 
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Then the other may tak« all that is left, or 
what Number of them.he pleafes, <^emng 
to difcard as many i he may alfo look on the 
Cards he leaves, aiid the bther may likewife 
fee them, if he declares firft Whftt Card he 
will lead. 

But take Notice, that he ts'obliged to lead 
the Card he names. 

• And if by Miflake, of otherwife, he ftiould 
promife to lead a Card of a Suit which he had 
not in his Hand, he is obl%cd to play what 
Card the other fhall appoint him. 

Obfervc that both the Dealer and he that 
leads, are obliged to difcard at Icaft one, let 
their Games be ever fo good. - 

After both have difcarded and taken in, the 
eldeft Hand is to examine '«>hat Suit h? has 
moft Cards ofj then he is to reckon how 
many Points he has in that Suit, and afk the 
other if lb many are good : If the other can- 
not reckon as many in that, or any otiier Suit, 
he tells one for every ten. An Example will 
make this plain. 

If the Eldeft Hand has Ace, King, Queen, 
and Knave of any Suit, heafks, Jre ^.igoed? 
(We told you Ijcfore, that art Ace was counted 
for 11, and every Court-Card for lo.) If 
the other cannot reckon up as many, he is to 
tell 4 for them j fo if he had 50, he is to 
tell 5 ; if 60, 6, and fo on. 

But fuppofe 55 in either Hand Ihould be 
good, 
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good, he who has them b to reckctfi as much 
as)br4o, that is co lay, 4; and the lame 
for any Number betwixt 35, and 40 } but 
for any Number leis tbaa $■> nothing is reck- 
cmed : As for 41, 41, 43. or 44, you reckon 
but 4 ; ^o that by this you fer there is as much 
, reckoned for 35, as for 40, viz. 4 : The 
Rule is the lame in all Numbers betwixt 50, 
60, &fr. 

He; who reckons moft in this manner, is- 
&id to win the Point ; when the Point is over, 
each is to examine what Cards he has in his 
Hands of the fame Suit, which are Sequents : 
Thefe are called, cither TierceSt partes, 
^inteSf Stxiemest Sef Hemes, or Buititmei, ac- 
cording to their Number and Value. 

Thefe Words may found a little like con- 
juring, to Perfons who do not underftand them ; 
but they are only the French Terms, which 
We make ufe of, becaule Englijb will not ex- 
prefs the fame Thing in <me Word. 

Fnft, a Tierct is when three Cards follow 
one another in Degrees of Value, as Ace, 
K'ng. Queen j and are wgrth 3 : If you add 
a Knave to thefe, it is called a ^artj and is 
worth 4 ; add a 10, and it is called a ^uint j 
a 91, and it is called a Sexieme ; a 7, and it 
is called a Septiemei.m 8, and it is called a 
Huilieme. 

The Word Tierce is from Trots, three ; 

^if4rt, from ^ffatret four j ^irU, or ^uinze^ 

^^^^lltecnf 
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fijceeo : Tho* byaCoiruption of Fconunciatba 
■wc call it Kent, and t^ Word Sixieme, is the^ 
fwceesth i Sepiieme, from f£j»/, feren i Htu- 
tieme, from i^t/, . eig^t. 

Every Tieree is wortji three Points, the 
S^rt four, the ^intes fi&een, the Siuifwte is 
worth Qxteen, the Septieme &venteen ; die 
Ututieme eighteen ; fo tbac the Signification 
of the Terms inftru^ you what thcfe Things 
are worth, when you have them m foac Hand . 

You mufi obiecve, that thefe Sequents of 
Cards mud be of the lame Suit, othcrwiie 
tbey are of no Value. 

Thcfe Tierces, Quartet, SainttSf &c. are 
diftJQguilhed in Dignity by the Cards 'they 
begin from ; as for Example, Ace, King^ 
and Queen, are called Tierce- Major : King^ 
Queen, and Knave, are called Tierce to a King ; 
fo Knave, Ten and Nine, are called Tierce to 
a Knave ; fo every ^aarty ^uiitty or SixitrM^ 
that begins from an Ace, is called ^tarty 
^MinttOrSiKtemt'Majar: Whenthey begin from 
anotherCard, they are named from that Card. - 

Obfcrve, that he who has the beft Tierce^ 
Quart, §mMt, &c. being that which takes 
its Defccnt from the beft Card, though he has- 
l»Jt one, and the other has many inferior, the 
beft Oiali fet all the others aJide, and render 
them of no Value. 

So if one Perfon has a Tierce, pr ^art- 

MtjoTt and two or three info'lor ones, ^e 

Tierct- 
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fierce -Major Ihall make the foiaU. on« 
good. 

For Exunple, if one has Tierce-M^or^ 
and a fierce of a Kmv£, aad anodier to a 
Ten in his Hand* and the other has a Tierct 
tea^eerti hewhohas the7V>r«-A/i5?VfljaU 
reckon not only That, but the two linal] 
ones alio, and the Tierce tc a ^een in the 
other Hand is worth nothing. 

So a ^art in one Hand lets afide a Tierce 
in another ; and To of the reft, the Higheft 
renders the Lowcfl: good for nothing ; and he 
who has a Sixieme in his Hand thit is good, 
may reckon Tierces, or partes ; and if the 
other has a ^int at the fame Time, it is fet 
alidc. 

And fo it is of Septiemes, tluitiemeSj &c. 
wh^n you have one of Thefe good in your 
Hand, it gives a Value to all the reft. 

' When thefe are told, you arc to examine 
how many Aces, Kings, Queens, Knaves, 
or Tens, you have in your Hand •, but no 
Number Icfs than Three of any of thefe are 
good for any thing, but Three of any of thefe 
are worth Three : As for the Nines, Eights, 
and Sevens, you are allowed nothing for 
them. 

Obferve, that the Cards are in the fame 

Degree of Value here, as in eVcry other Part 

of the Game j that is to lay, the Aces are beft,, 

then 
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then the Kings, Queens, and Knaves, and laft 

of all die Tens. 

If one has in his Hand .3 Aces, 3 Knaves, 
and 3 Tens, and the other 3 Kings ; he who 
has the Aces, fliall tell all his Threes, and 
the Kings are good for nothing. Thus, 
among Cards^ as well as Men^ The Great ova- 
comes the Small. 

■ He who has 4 Aces, 4 Kings, 4 Queens, 
4 Knaves, or 4 Tens, reckons 14, for them; 
And this is called z.^aiorze, that is, pro- 
vided they are good. 

Four Aces muft be always good, the reft 
are good but as it happens ; 4 Tens muft be 
good, if the other has not4 of any thing clfe. 

If there are 4 Knaves, or Tens, in one 
Hand, 3 Aces, or Kings, ^c. are not to be 
told in another Hand. 

Thus when you have reckoned all your 
Game that is to be told in Hand ; he, whofc 
Right is to play firft, begins to play down : 
And every Card he plays down, atrove the 
Degree of a 9, he tells i for : But for a 9, and 
fo downwards, he can reckon nothing; then 
the higheft Card of, a Suit always wins the 
Trick. 

If two Cards of different Suits are played, 
that which leads wins the Trick, tho' the firft 
was but a 7, and the laft an Ace. 

It is not the Perfon that wins the Trick 

vho always reckons for it, and in fome Cafes 

both 
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both reckon i, iot dw fame Trick ; I (hall 
explain this Matter. 

. If the Perlbn who leads, play$ a tenth 
Card, he reckons \ for it a$ fbon as be plays- 
it down ; if the other plays another Card tlut 
is higher, he wins it, and alib_reckons one ; 
thus they both reckon for the fame Trick. 

If the Leader plays an 8» or 7, he reckons 
nothing, and. if the Follower fhould win ic 
with a 9, he reckons nothing \ for, as I faid- 
before, no Card under a i o- can count at this 
Game: Neverthclefs that Trick fcrves to- 
wards winning of the Cards. 

But obferve, that the Follower,' that is, he ^ 
who plays laft, never reckons for his Card 
unlefs he wins the Trick. 

And obferve too, that there is one Excep- 
tion to a Rule I laid dowji before, which is, 
that he who wins the laft Trick reckons i for 
it, though it be won with a g, 8, or 7 ; if it 
be won with a 10, or upwards, he reckons 2 
for it, 

. When the Cards are pjayed out, each is to 
count his Tricks ; and he that has moft, is 
to. reckon -10 for winning the Cards : If they 
hare Tricks alike, neither is to reckon any 
thing. 

,-Wlien tlieDeal isfinifhed, each is to mark 

up, what he got by the Deal t, and fo at the- 

End of every Dealy till the Game ^ finifticd. 

When the Game is at an End, you are to 

F cut 

- r A.,OOglC 
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cut again for the Deal, if jrou play on j and 
, fo every Ga'me yog play. 

Sometimes it is agreed to play a certain 
Number of Games, and to deal'alrernateiy to 
the End of thofe Games. As for Encamplc, 
■ viz. When it happens that both Parties arc 
within a few Points of being up, the Carte- 
blanche is the firft Thing that reckons. 

if there be no Carte- blanche^ -the Point is 
the firft Thing. 

■ The fecond Tftirig is the Sequents, as 'Tier- 
eeSi paries, ^itits, &c. The next to thofe 
tobe reckoned,' are the Threes, or ^atorzes j 
as 3 Aces, or 4 Knaves, or Tens, Queens, or 
Kings. 

As for Inftgrice, if both Pities fliould be 
9^ of the Game,' and one has in his Hand 45, 
OT 50-, for Point ;, whith we will fuppofe to 
be good ; and the 'other a ^in:, or a ^a- 
terze of Aces, he who has the Point wins the 
Game ; becaufe, as I faid before, it is to be 
reckont'd firft; gnd the reft have, the fame 
- .Preference according to their Ranks; as is al- 
ready ftiewn. 

If one be 99 of the Game, before he plays 
down the firft Card \ be plays it up, if it be 
■a" tenth Card, tbo' he.Iofes the Trick. 

If the Parties are 99 each when they are to 

play do*n, the Leader muft win' the Game, 

if he plays a tenth Card ; becaufe he "tells as 

foon 
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loon as he plays down, the other cannot dU' 
after the Trick is won. 

Of the RiPictijifE. 

HE who widiout playing down, (that is, 
in Carie-Nancbe, Points, ^ints, ^aa- 
iorx£s, &c.) can reckon up 30 in Hand, wnert 
the other has reckoned nothing, reckons ^ 
for them 1 and this is called a iZf^Vjw. 

If he can make up above 30 in Hand, he' 
irckons as much above 90 ; as if he has 32, 
33» or 34 i tic reckons 92, 93, 94, and fo 
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HE who can make up 30, part in Hand, 
and part by Play, before the other has 
told any Thing, reckons them for 60 ; and 
this is called a Picque. ' 

It muft be obferved here, that when he . 
makes his 30, if he (hotild by Miftake, oniit 
faying 60, and reckon only 30, and lb go 
on with 31, 32, and then playing the Cards 
out fo, he Ihould afterwards rccollcft his F.V- 
ror, and reckon 30 more for the Picque ; he 
is not to lofe the Benefit of his Pkque. 

But, if he has marked up his Game > and 

the Cards are cut, and diftributing fc»- the t><^l 

F 2 foUow- 
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followi{^, it is too l2tc to re-call, and his 
Came muft Hand as it ic marked. 

Of the Cap or, 

HE who wins all the Tricks, inftead- of 
reckoning lo, which is his Right for 
' winning the Cards, reckons 40s and this is 
Trailed a Capoi. 

lihould have d>icrvedbrforc, that whenever 
the PeiiiiSy the Tierces, paries, or ^tnts, 
are ^ual in both Hands* neither is to reckon 
any Thing for the!tn ; tho' at other Games an 
Advantage in this Cafe is ^ven to the fiift in 
Play, or the Eldeft Hand. 

Accidents which happen at this Game, aiid 
the Penalties which attend it. 

FIRST, if the Dealer by Miftake. or 
otherwilc, fhould give a Card too many, 
or too f^w, it is at . the Elcdion of the Elddl 
Hand, either to play the Game, or make him ' 
deal again. 

It the Eldeft, having 13 Cards dealt him, 
relblves to play (you muft obferve, there can 
be but 7 Cards in the Stock, if the Dealer 
has his 12} in diis Cafe he muft fay out 5 
Oirds, and take in but 4. 
I If he plays when he has but 1 1 Cards d^c, 
- he 
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be muft lay out -a Card lefe than what he takes 
in. 

^nd the Dealer is to do the £ime, if 1 1 or 
I i Cards fall into his Hand ; but it is only in 
the Choice of the Eldcft to play, or make 
him deal again. 

If one fhould have 15, or but 9 Cards 
dealt him, which may happen when theDeate^ 
does not think oi what he is doing ; in this 
Cafe the Cards mull be dealc again, ant! nei- 
ther have Power to hinder it. 

He that has a Carte-blnmbe^ Peintt Sfuints^ 
or ^atorzes^ in his Hand, and plays down a 
Card before? he remembers to name it, lofes 
the Benefit thereof 1 and fo he does of every 
Tiling that is to be told in Hand, if he docs 
not name them before ht plays down. 

If one Party names his Point, and the orh« 
allows it to be good ; if he docs not remem- 
ber to (hew it before he plays down a Card, it 
is good for nothing to him, and he mufl not 
reckon it. 

So if he fhould name tierces, partes, or 
^intSj and not fhew them before he plays 
down, he lofes the Advantage of reckoning 
them. 

On the other Hand, when this happens, 
the Dealer fhall tell ImPmnts, Tierces, ^artesy 
or ^iittiy &c. tho' they are not £> good as the 
others. -, ^ : 

' But he muft likewife Ihew them before he 
F 3 plays 
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plays down to the Leader's Cards, othenvije 
he lofes the Right of reckoning them, as wHI 
as the othen 

He that has Th-ees, or ^aierzes trf" Aces, 
Kings, Queens, Knaves, or Tens, is not 
obliged to ftiew them. 

If one Ihould count a three, or ^aterze, 
which he has not in his Hand, tho* he laid it 
out by Miftake, or otherwife ; if tbe other 
finds it out at any Time bcft»v the Cards are 
cut for the next Deal, he cuts him off frora 
alt he reckoned^ and he is to count nothing 
ttiat he got by tliat Deal. 

If the Eldeft fhould count 3 Aces when he 
laid out I of them, and the other 3 Kings, 
or any thing elfc ; he Jhall count his 3 Kings, 
though he doll's not difcover the other's talfc 
Reckoning till the End of the Deal. 

Obferve, that tho' he who .reckons falTe, can 
count nothing by the Deal ; yet what he has 
in his Hand may hinder the other, and (kve 
a Pkqtit, or a Repicque. 

As for Example, he who counts 3 Aces 
falfe, and has a ^int-Major in his Hand ^ 
though he cannot count for it, yet it cuts the 
other off from counting any inferior ^int^ 
^arie, or Tierce. 

He that takes in a Card more than he lays 
out, lnciu:s.the fuiw Penalty^ and counts 
nothing. 

But 

D</.uivCoi"iglc 



Biit he that takes in aC^l^fs than he lays 
out, may count his Game. 

He that has a Card lel$ than his Number, 
inyft pky Card for Card with the other, as 
IcBig as his Cante Iflit 

When one has 1 2 Cards, and the other but 
H); if he who hasifhe i£ Cards, Ihould win 
ID Tricks fuccefllvely, then he has 2 Cards 
left in his.Hand, 'W^(^ we will fuppc^e to 
be the iKingrof Sffid^t and any fmall Card of 
ahotfaer Suit 1 .tHeothpir bw :bot j Card, whjch 
«c *ill fuppofc to;be the Ace (^Jpades: If 
the firftjiI^y^.his.rm^U Card*, the other muft 
play the Ace of SpaJes to it. Thus he fufFers 
* Qofet- iof ywtc of ^fmtb'^r Oird t and this 
fcons jjiCt, b«;ay^'iti^l¥#s his own Fault that 
he waeted aC^rd. 

When a Card is oih» played out of Hand» 
it caQDot be taken up again, unlcfs ic be ia 
theCafe,of aA«ioKn«i if then, by Miftake, 
one Ihould throw, down a Card of a different 
Sm when he has one <^ the fame in his Hand, 
he may take k up again, and play down thf 
odier. ■ , - 

If the Leader Ihould {Jay a King, and the 
other having the Ace of the fame Suit in his 
Hiand^ ihould in fuiprize play a fm^l Card 
of the fanie.Sort, he cannot re-call it, but 
muft be content to icrfe the Trick. 

If one Perfort has 3 Ace» in his Hand, and 

by Ntttligcncc Aiotild count 3 Kin^ in- 

y^ ftead 
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ftead of his -^ces, he counts nothing that 

Deal. 

Provided, he docs not recoiled 'Ws Mif- 
take before he plays down his £rl1;.t«rd} If 
he does, in all the afcH^mcntioned'O^es be 
favcs the Penalty.- 

Ifwhen the Deal is half jrfayed' out, ^one 
of the Parties expcfting to win no more 
Tricks, Ihould throw up the Cards, and mix 
them with the reft ; if he repents after, and 
would take his Cattls up again, he arux al- 
lowed : But if they are not mixed with the 
reft, he may take them up agun, and play 
out the Deal. 

When the Cards are played ouc, e^fcept 9 
or 3 on one Side, and one fuppofmg cht 
other's Cards to be better than his own, 
ihould throw them down ; but finding him'felf 
miftaken, he takes his Cards up again after, 
he Ihall be obliged to play which of the 3 
Cards the other direfts him. . ' 

It is not allowed in any Cafe to difcard 
twice : As for Example : 

He who takes in Brft, lays out 4 Cards ; 
therefore he is to take in but 4 : If by the 
Outfide, or any other Means, he Ihould know 
the 5th to be a good -Card, and offer to lay. 
out another in order to take it in, the other 
muft not allow him to do ^. ' J 

And the Rule is the fame In refpeft of the 

Dealer : If he does not take all the Cardi 

that 
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chat are left trim, after he has once dtfcarded, 
and taken in, he can dilcard no more, tho* bf 
bas not looked on the Cards he takes in. 

Nor is it allowed before difcarding, toloo]( 
to ezamiiK the Cards you are to take in, cveiv' 
on the Outfide, left they Ihould be known bV 
their Backs. T 

He that takes in flrft, (hould always td) 
how many he leaves, if he does not take in all 
his 5 \ that the other may difcard according- 
He that takes in a Card too many, arnl 
perceives it befort be looks on them, ii)ay 
turn it back again. 

Unlefs he mixes, it with the reft of hi$ 
Game ■, in which Cafe he iofes the whole Pro- 
fit of that Deal, and reckons notliing as \\ 
obfcrved before. 

If any one takes the Cards to deal when it 
is jiot his Turn, and Ibould deal them all out \, 
and if the other has examined his Cards, pro- 
vided he that dealt by Miftake has not looked 
pn his Cards alfo 1, he may throw them up to 
be dealt by the other. 

If the Perfon who is to fpeak Hrft, fliould 
Jbew a Point, or a lieret^- ^uerte, or ^int. 
Sec. or a fbree, or ^atorze of any Thing» 
which the other two fliould allow to be good ; 
if, after this, he fbould IBnd he. was mittak^ 
and that he has a Better of that fort than tl^e 
Eldeiit Ihewed, he may count it afterwards : 
F5 And 

r A.,OOglC 



io6 *itbe GouRT Gamester, 
And be fuffim nothing by this Mifti^e, pro- 
vided there be not a Card played down. 

The CMTte-hlanebey as we told you before, 
is always firft told, and muft be fliewcd upon 
the Table, whether in the Hand of the Deal- 
er, or (rf" the other. 

He that hath nothing in his Hatid but the 
Cart-hiancbty favcs a Pic^e or a Repicgue. 

If you ftiould have in your Hand 3 Aces, 
3 Kings, 3 Queens, 3 Knaves, or 3 Tens, 
and in difcarding lay out r or either of thefc, 
you are to count but 3 : Then the other m^ 
aft you which Ace, which King, ^i". you 
laid out, and you are obliged to tell him ; 
and if he requires it, you muft ftiew him which 
you laid out. 

If it Ihould happen that' the Pack fbould be 
falfe, (as fometimes there may be 2 Cards of 
a Sort) when it is found out, that Deal goes 
for nothing ; but if you have played ftvcral 
Deals before, with the fame Pack, they are all 
good. 

- IfthePackfliould be found falfe; the very 
firft Deal you play you muft adjuft the Pack, 
ar>d begin again; bat you are not to cut 
again for Deal, for the firft Cutting flands 
good.- 

Ever^ Gamefter is to lay his Difcard near 
Knifelf, which he has the Liberty of looking 
<)n as often as he pieafcs. 

He that cuts the Cards is not to look at the 

BottQIDi 
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Bottom ■, if he fliould, forgening what he was 
^>ouc, they muft be (hulH^ and cut again. 

When the Cards are cut neatly, that U, 
-Without fcattering or difplacing, and neither 
hav^ leeti the Bottom; if the Dealer, by 
fome outward Mark Jhould know it to be a 
bad Card for hiin, and ihould defire the other 
«o cut again, he ought not to confent ; and 
die Cafe is the iame if be that cuts ihould 
happen to know it to be a good Card for the 
Dealer : For the Cards are never to be cut 
twice, but in the Caie^ beforementicMicd. 

Whoever is found taking a Card in, that 
he laid out before, lofes the Game. 

When, by Miftake, one has, taken a Card 
in, mcffe than he had laid out, and to avoid 
the Penalty, which is, of reckoning nothing 
that Deal, he fbould attempt fecretly to lay it 
out again, he is to lofe the Game. 

This Game is always played with Lurches, 
unlefe ic be firft agreed on to the contrary 1 
that is, when the Holer cannot make up ^o^ 
bef(»% the other wins the Game>- he is' to pay 
him doutsle. 

\i they play for a Guinea a Game, he thtf 
is Uirched lofes Two. 

Particnlar Rules for pUyit^ the Game. ' 

I. 'Tp HIS Game is played by Stages ; that 

JL is, whea you .a^e pretty much bcr 

"F 6 hind 

D./.UI, Google 
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hind yourAdveifary, you are to play a pufling 
Game ; or thus, if elder Hana, you are to 
make Twenty- fcvcn Points, i£ younger, 
thirteen Points ; to difcard properly, you muft: 
compare your own Game with that of yotv 
Adverfary. 

II. Your View in difcarcUngf b to win the 
Cards i which if you can do, you will pro- 
bably make two or three and twenty Points. 
ObJerre therefore in difcardtng, not to re- 
gard a low ^uaione^ fuch as three Queens, 
three Knaves, or three Tens ; bccaufe, if you 
are elder Hand, it is Three Co Doe ttut you 
mifs your Aim ; and if you are younger 
Hand, it is Seventeen to Three : For, fup- 
pofing you go for a ^tfaterze . of cither of 
thefe, and for that Furpofe throw out aa Ace 
or a King ; you will by this Means run the 
Hazard of lofing above Twenty Points, fof 
the Sake of winning Fourteen. 

III. When you begin to play, your firft 
Care is, to fccure the Game, which is Tweoty- 
feven Points the elder Hand, and rbirKcn 
the younger. If you are elder Hand, and 
have Tierci-MojoTi and the Seven in any Suit, 
of four certain Cards, it is Five to Two.but 
that you take in One. For Example ;' fup- 
pofc you have three Queens^ three Knaves, or 
three Tens, it will be your fafcft Way to dif- 
card one^f them rather than the Seven ; be» 
cau&'the Odds is Three to One againfi; you, 

that 
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"^xt 70U do not make a ^atorze, by takir 
iii ttny One cenain Card elder Hand i and coi 
ftquently it will be greatly to your Difadvai 
tage to difCard the Seven. 

IV. Should your Adverfar^ be ccMGderab 
before you in the Game, the winning ti 
Cards is not in fuch Cafe your chief Coni 
deration. For Inftance -, fuppofe you ha- 
a Qgart to a Queen, or a Knare, if yt 
are elder Hand, it is only Five to J'oi 
but you take in a Queen, a Knave, or a Ter 
9ad if it happen that Ttu'ee of cither flioul 
be de^dt you, it is your Bufincfs to pulh f« 
the Game, efpecially if it be like to be di 
cided by that Deal. 

V. The gaining of the Point is, general 
fpcaking. Ten Points good to youj for wh» 
Reqfon in difcarding, you Ihould make th 
your Aim, but yet to be careful, that, in 
^ng. you do not lofe the Cards. 

VI. To favc your Lurch, or to lurch yc 
Adverfary, is of fuch Confequence to y< 
Game, that you may well enough hazard fo: 
Points for that Purpofe. 

VII. If the younger Hand holds Tk 
Aces, he wilt find it his beft Way to dilc 
the fourth Suit. 

VIII. The younger Hand fhoujd be c 
fill to guard his Queen-fuit, which will I 
him to make Points, and lave the Cards. 

IX. When you have gained Six Tricks 
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bave ftill a winning Card, be fure to play 
that, becaufe h^ h doing, you play at loQ: 
Eleven Points to One againft yourfelf, unlda 
you Ihould fome how difcover what die 
Cards wctc that your AdVcrfary laid out. 

X. As the younger Hand is upon the De- 
■fcnfive, in order to fecure his Thireeai PtHnts, 
he muft have Three Tierces^ ^artSy and en- 
deavour to get the Point : But if he has two 
Tierces from a King, Queen, or Knave^ as k 
is Twenty-nine to Twenty-eight that he fuc- 
^eeds, and to make hicii a ^aart to eiihff of 
them has Four certun Cards to take in, and has 
a Chance thereby to fave a Pr^^, &e. he can- 
not do better than to go for that which he has 
the greateft Probability to fecure. But thould 
he, on thfe contrary, having Tliree Queens, 
Knaves, or Tens, attempt to fecore them 
-before the others, the Odds againft him will 
be Seventeen to Three, and therefore it wiU 
be to Ms Difadrantage to difcard in that Man- 
tier. 

■XI. If you are much aforehand in the 
Game, fuppofe Eighty to Fifty, itwiltbcyour 
beft Way to let your Advcrfary gain Two 
Points for your one, elpccially if yoa are to 
be elder Hand the next. Deal: But if you 
happen to be the younger Hand, and are 
Eighty-fix to Fifty or Sixty, you need not 
mind, the lofing of Two or three Points, fo 

-■■■'-. . .you 
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you con gain One; becaufe by that Point 
you are brought within your Shew. 

XIL It may fometimes be good Judgment 
in the younger Hand not t» call Three 
Queens, Knaves, 6?c. and to fink one Card of 
his Point, which his Adverfary may imagine 
is a Guard to a King or Queen. 

XIII. It is fometimes proper as well for the 
elder as younger Hand to fink One of his 
Point, a Tierce, or Three Kings, Queens, 
Knaves, or Tens, with a View of making the 
Cards 1 which however is to be done with 
great Caution and Forecaft. 

XrV. When the Cards are equally dealt to 
the younger Hand, he muft not take in 
any Card, if by fo doing he fhould hazard his 
lofing them, except he fhould be pretty much 
behind in the Game, or has fome great Ad- 
vantage in View. 

XV. If by a deep Difcard, the younger 
Hand has a Profpeft of leaving or winning 
the Cards ; as thus, fuppofe he ihould hold 
Xing, Queen, Nine, or the King, Knave, 
and Nine of a Suit ; he may, in this Cafe, 
difcard either of thofe Suits, with an Affurance 
that he will not be attack'^ in them, and the 
Odds againft him, that he does not take 
in the Ace of either of thofe Suits, being 
very great, it would not be prudent to. di^ 
card otheiwift. 

XVL 
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XVt. If in calling the Point, the yoangM- 
Hand obferves, that his Adrerfary holds Five 
Cards which will make Five Tricks, and per- 
il^ has the Ace and Queen of an<»her Suil^ 
he will be right in' throwing away the Guard 
to that King, efpecially if in that Suit he has 
laid out one, by which Means he will have 
an even Chance of faving tlK Cards, - 

XVII. When the elder Hand, by playing 
the Cards in a particular Manner, is-a0ured 
.of m^ing them even, and is a-head of his 
Adverfary, he mull not. run the Kifque of 
lofing them i but if, on the contrary, his Ad- 
verfary happens to be got a great Way before 
him, he will Bnd it his beft Way to hazard 
the lofmg of the Caids, in hopes of fome 
Chance to win them. 

. XVIII. Let us put a Cafe : Suppoft the 
elder Hand hold 'a ^art to a King, with 
Three Kings, and Three Queens (including 
the King to his ^art) and in his difcarding, 
muft neccflarily put out One of his Quarts to 
the King, or part with a King or Queen ; 
which of them had he beft difcard ? It's an- 
fwer'd, that the Chance of taking the Ace or 
Nine to his ^ari to a King, is exa&ly equal 
to the taking in either King or Queen, as he 
has Three of each in his Hand -, fo that be is 
to difcard in fuch a Manner as will beft fecure 
( the Cards. The fame Rule tnay be obferved 
in all Cafes of the like Nature. 

XIX. Put the Cafe again, that the elder 
. uoooWand 
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Hand has taken in Five Cards, and upon in- 
fpeding them finds he has the Ace, King, 
and Knave of a Suit, and remembers that hi 
has put dut Two of that Suit. Looking again,- 
he finds Ace, King, and Knave, andTwo fmall 
Cards of another Suit, but in the other Suits 
no winning Cards : Now, in order to win, or 
at leaft to fave the Cards, which of thcfe Suits 
had be'beft to fUy from ? It is anfwered, that 
be ought Co be^ with that Suit which is the 
leaft 5 becauie if he perceives his Adverfary 
guarded in that Suit, it is highly probabk 
that he is not fb in the others. But fhould 
he play from his targeft Suit, and (hould find 
his Adverfary's Queen gua«3ed, his Chance 
to lave or Ivin the Cards is k)fl. 

Cases. 

I.npHE elder Hand holds z^ertma* 
X. joTi with the King and Ten of Dia- 
monds, die Seven and Eight of Clubs, the King 
and'Nine of Hearts, and Ten and Nine of 
Spades': ^ Shall he IcaveaCard, by carrying the 
Qltart major and Two more of the fame Suit 
for the Pcsnt, with his Two other Kings ; or 
will it be better to throw out one Card of his 
Point? jfi By throwing out one Card of his 
Point, it is very likbly he will reckon no matt 
than Five PcMOts, and, conftqueiwly, may 
lofc the Cards, whereby his Adverfary will 
"get 
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get Eleven Pmms, ^desbis Thrde Aces, 
tff. which will ^ve a bsd Afpefl: to the 
Game^ rBQt by leaving a C«rd« sod allow- 
ing there mayteOncgoodCard in.thcFive^ 
which he ha« the Liberty to t«ke im than be 
has Four Chances to One agatuit Jeaving that 
Card,-and therefore it is:hi3 foreft-Ws^-to 
. leaveOne; and it isgreat.Odds, t^JCihetakcs 
in One of the Four Cards diat be wuits, visi<. 
One of the three Aces, or the Kiag. 

II. If the elder Hand IbcuH hold the Ace» 
gnd Four ftnall Cards of any Suit, and Two 
Other King^, and he don't fiod his AdvcHaiy 
very ftrong, he may obfcrvc the fame Me- 
thod as in the former Cafe. - . •:, 

III. Let us fuppofe aaotber ' Csft : The 
cldeft Hand holds King, Queen, and Four 
of the fmalleft Clubs, the Ace and Knave of 
Hearts, the King and Queen of Diamonds, 
and the King and Nine of Spades ; . how is he 
CO difcanj, fo as to gain the moft P<Hnts ? 
A. Let him throw oat the Qpeen, Four Ijnall 
Clubs, which will leave hini Three iintire 
Suits, with the Kiiig of Clubs ; whtch will 
be moft for his Tntercft, becaufe his Chance 
/or taking in the Fourth King, ia equal to 
that of takii^ in the Ace of Chibs ; in eitho' 
of which Caies, the Odds againft him is Three 
Co One : But if he Ifaould be difappointcd in 
taking in the Fourth King, by difcarding in 
diu Maonov he has a £ur Chanfx to gain the 

Cards, 
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Cards, which will very probably aiak« a Dif- 
ference of Twenty-two Ptunts. But if he 
fhould throw out fome of his great Card% 
with an Expectation of uking in the Ace of 
Clubs, and ihould not fucceed, he will have * 
but a very fmall Chance either to fave or win 
the Cards. 

IV. Again ; fuppofe the elder Hand hold* 
King and Queoi of Clubs, Queen and Knave 
of Hearts, a Terce-major in Diamonds, and a 
^int from the Knave of Spades. ^ How 
muft he difcard to gain the Points ? j4^ Let 
him throw out his ^int -, for allowing his 
^int to be good for every Thing after be ' 
has csJcen in, he can even then fcorc only 
Nineteen Points in Cafe he carries it, and tn 
all Likelihood give the Cards up, as likewife 
the Chance of a Quaiorze of Queens, with 
many Points in play ; fo that by keeping the . 
^int, he would difcard to great Difadvantage. 
V. Another Cafe may be fuppo&d thus-i 
you have in your Hand, Kir^, Queen, Seven, 
Eight, and Nine qf Qubs 1 the Queen, Ter^ 
and Nine of Hearts, the Ace and Nine ctf 
Spades, and the Queen and Knave of Dia- 
monds; ^.Whichofthemareyouto difcard? 
^. The King, Seven, Eight, and Nine rf 
Clubs, and the Nine of Spades i thus you wilt 
not only have Three good Suits, left you t» 
go for, but you have the fame Chance creak- 
ing in the Fourth Qjjeen, as you would die 
Ace 
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Ace of Clubs. And farthcTj bydifcardtng ia 
this Manner, you ftand a good Chance to win 
the Cards. 

VI. Suppofc another Cafe ■, namely, That 
you hold the Queen, Ten, Nine, Eight, and 
Seven of Clubs, the King, Queen, and Knave 
of Hearts, the Ace and Nine of Spades, and 

■ the Knave and Ten of Diamonds ; ^. Which 
of them is it beft to difcard ? A. The Five 
•Clubs ; becaufe the Odds againft you, that 
you do not take in the Knave of Clubs, is 
Three to One, and your holding Three en- 
tire Suits gives you a better Chance to gain 
more Points. 

VII. We will fuppofe that you hold the 
Ace, Queen, and Knave of (^lubs ; the Queen 
and Ktuve of- Hearts ; the King, Queen, and 
Knave of Diamonds, with the Seven, Kight, 
Nine, and Ten of Spades % ^ Which of them 
are you to difcw^d ? A. The Ace of Clubs and 
Four Spades i becaufe it is no more than Five 
to Four againft your taking in a Queen or & 
Knave ; nor above Three to Two that you 
take in an Ace. Befides, you have Three 
Cards to your ^erc^ to a King, to take in, 
•Dtz, the Ten and Nine to make you a ^ia«/ ; 
which rightly managed, may make you a 

freat Ganne. But if, hf throwing out the 
our Spades only, you fhould leave a Card, 
you will run the Hazard of leaving One of 
the following Cards, wz. the Ace, Queen, 
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or Knave of Spades, the Ace cS Diamonds, 
or the King of Clubs ; whereby, it is very 
likely, you would ]c^e more Points tiiM by 
parting with the Ace of Clubs ; and by re-' 
taining Two Suits, viz. the Three Clubs^ 
Three Diamonds, and the Quecnr of Hearts, 
you will hazard the putting out Fourteen 
Points \ now the Odds againft your taking 
in the Queen or Knave, is but Five to Fouri 
and therefore to difcard thus, would be great- 
ly to your Difadvantage. 

VI;I. I have play'd out all my Cards, ex- 
cept Three, which are the King, Queen, and 
Ten of Hearts, and I perceive my Adverfary 
has the Ace, Knave, and One fmall Card of 
the fame Suit'; now, which Card muft I play 
to make Three Points ? The Ten. 

IX. In viewing my Hand, I find* I have 
tbc King, Queen, Ten, and Nine of Dia- 
monds, and tlie Ace, CXieen, Ten, and Nine 
of Ciubs ; ^ Which ^ thefe Suits muft I 
retain, to give me the greateft Likelihood of 
gaining the moft Points ? j1. You are to re- 
tain the Four Diamonds ; bccaufe the Chance 
of taking in the Ace of Diamonds, is precifely 
equal to that of taking in the Ace or Clubs-} 
as is that of the Knave of Diamonds to the 
Knave of Clubs ; ar(d by difcarding thus, you 
will probably fcore Fifteen Points for your 
^^nt in Diamond!^, inftead of Four for the 
^art in Clubs, betides a better Chance to 
win , 
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win the Card&; for Ihould you cake in the Ace 
of Diamonds, you are fure of Seven Tricks, 
which you cannot be by taking in the King 
of Clubs.. 

X. Tou are elder Hand, and have g<x 
tKe Ace, Knave, Seven, Eight, and Ten of 
Diamonds, and the Ace, Queen, Knave, Se- 
ven, Eight, and Ten of Clubs ; you defire 
to know which Suit .you muft retain '? I an- 
swer, you are to retain the Five Diamonds ; 
becaufe the Chance of taking in the King of 
Diamonds and the King ot Clubs is equal, 
and equal in Power to win the Cards; befides 
which, you have a Chance of taking in the 
Nine of Diamonds, which will make you Fif- 
teen Points, which any one certain Card in 
Clubs will not give you. 

XI. You are younger Hand, andhavefow 
Aces and Two Kings dealt you, with which 
you would capot the elder Hand : But how ? 
Why thus : You muft: difcard very deep, 
fiich as the Queen, Ten, and Eight ot a Suit; 
and if it Ihoutd happen that you take in no 
Card to fuch Suit, it's highly probable you 
will get a Capet. 

XIL You find in your Hand the Ace, 
Queen, and Ten of one Suit.; and the Ace, 
Queen, Ten, and Two more of another Suit; 
Your Adverfary (hews Six Cards for bis 
Point, perhaps- the Ace, Queen, and Four 
fmall ones, in which Suit you are guarded ; 
- when 
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when it is your Lead, you are to play from 
your Heart Suit, becaufe if he is guarded in 
that, he is probably unguarded in the other % 
but by be^nning. with your largeft Suit, in- 
which if he (hould happen to be guarded, you 
lofe all Chance of winning the Cards^; but if 
you begin with your Heart Suit, ic may turn 
out better. But if he fliould be guarded in 
both Suits, you can have no Profpeft ofwin- 
oing the Can^s. 

XIII. Another Cafe I Hialt put is this : You 
are elder Hand, and have the Ace^ Knave, 
Seven, E^ht, and Nine of Diamonds -, and 
the A£c, Queen, Seven, Eight, and Nine of 
Clubs \ you aHc, which Suit it will be beft to 
retain ? I anfwer, the Five Diamqnds ; be- 
caufe the Chance of taking in the King of 
Diamonds is the fstne as takiqg' in the King of 
Clubs, and equally good for winning the 
Cards ; but befides that, you have the Chance 
of taking in the Ten of Diamonds, which 
will make you Fifteen Points, which, by 
taking- in any One certain Card in Clubs, you 
have Room- to citpcft. 

XIV. You are elder Hand, and-want Eight 
Points of the Game, and the younger Twcn- 
ty-thnse ; you have AfXy King, and Ten of 
DJanwinds ; Ace, King, and Queen of Clubs j 
Knavey Nine, -afld-5even of Spaders Ace, 
Kingj'tnd Ten- (^ Diamcmds; what Cards 
muft 70U layout, to prevwit' your Adver- 

iary's 
. Uoogic 
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farjr's making Three>and-twenty Poinb, and 
be is not to reckon a Carte-Blanche ? ^."pie 
King and Queen of Clubs, and Knave, Ntjne, 
and Seven of Spades muft be dilcarded ; by 
which Means you will make Eight Ptrnits, 
before the other can make Twenty-three. 

XV. You find in your Hand the Ace, 
Quc«i, a#)d Knave of Clubs* with the King 
and Ten of Diamonds ; your Qppofite has the 
Ace, Queen, and Knave ofX)iamORds, and 
the King and Ten of Clubs, and he being to 
lead, is to make Five Points, or to lofe the 
Game; how will you prevent it ? J. Thus: 
When he plays his Ace of Clubs, throw down 
your King ; and fo he will make but Four' 
i?oints. 

0/tbe P OOh. 

TH E Pool is another Way of playing 
Piqueit only invented for Society ; it 
a in .every Refpcft played the fame Way with 
the other Game ; but it is a Contrivance to 
bring in a Third. As for Exatnple : 

Three Perfons ire to cut, he who cuts the 
higbcft Card, ftands out the firfl: G^me, for 
it is held an Advantage to be out firft. Thtn 
the others are to cut, for Deal, .as is before di- 
rt;i5ted i : if they play for Guineas, they are to 
lay down a -Guinea a-piece,,which]ii]^kes 3 
Gliineas: Then Ik viho Jpfes. tlio firA Game 
lays 

r A.,OOglC 
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lays down a Guinea morcj and goes out, and 
he who flood out before, fits down. If the 
wA Gamifter beats him alfo, he fwceps the 
Bc^idj 'wnjch is called winning the Pool: ■ 
And the L.oier muft hiy another Guinea to it. 

But if he who won the firft Game, tofes the 
fecond, he pays his Guinea, and makes room 
for the other : Thus it goes round fometimes, 
till the Pool amounts to a great 5uqi. 

You muft obfetve, the Pool is never won, 
till one Pcrfon gets two Games fucceffively. 

Every Perfon that lofes a Game, lays down 
a Guinea to the Pool. 

When any Perfon is lurched at this Play, 
he Jays down one Guinea to the Pool^ and pays 
another to him who lurched him. 

This is all that can be f^d upon Piquet ; 
the Diredtions are ample enough to inftruft 
any Pcrfon in the Game. As to the Art of 
PUying well, in order to win, which confifts 
chiefly in playing the Cards, I think it cannot 
I* demorrftrated any way by Direftion. It 
"^ a Science which muft be acquired by Prac- 
tice, or by obferving Thofe who are very ex- 
pert in it. 
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ill fth CotltT GAMBStER. 

TheR^ai Gone g/ CH E SS. 

A De/cripihn (^^ the G a u e, 

i. tt*\ H E Game is j^rfdrhied by Two Kt- 
X tie Armies drawn up, in Order of 
Batde, dpjwfite to each other ; each Army is 
commanded by a Kif^t and fcvcnlgreai Of- 
j^erSt tho* when you come to examine them 
clofe. This King is ho more than a Piece of 
Sticky or Itjoryt as arc all under his Com- 
mand. 

II. Ths- Oncers (including ths King) confift 
of Eight principal Perfons, who are fized ac- 
cording to their Dignity, and have their par- 
ticular Titles and Qualities. 

III. The common Sort confift of eight Piff- 
tuers, one ftands before every Officer ; thcfe 
au-e called Pawns, and are but low of Stature. 

IV. TbeKifig is the firft, and whenever he 
is Loft, the Battle is at an End. 

V^ The ^ueen is neit in Degree, who 
bears Tier Royal Hiiftjahd Company in the 
"Wari fhe docs not only animate him with 
her beautiful Afpcfl, but likewife defends him 
whenin Danger, and attacks his Enetnies. 

VI.' The two Rooks are next in Degree to 
the Qiieen. 

VII. The two Knights are next to them, who 
do great Service generally in the Beginning of 
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aa A£Uon, aad are voy furious for fome 
Time ; but towards the End they are not fo 
favkeable. 

VIII .Then are two £i>)^ likewife (forthe 
Army muft not be mthout Ciap^aifu) which 
arc of moft Service towards, the End of an 
A^on : Perhaps the Reader may think it ii 
to aOift the dying Men, but we Ihall give hint 
to underfland prefently* that they have foiae- 
thing dfe to do- 

iX. Thefe in French are called Us Feus^ 
that is, the Fools \ but who it was that 6rft 
Gallicized that Word for Bijbeps^ I cannot 
tell. 

X. The nejtt are the Fawns j who, iho' 
they are no other than cotnmon Soldiers, yet 
when ttiCT are well commanded, they fome- - 
times perform great Aftioni. 

XI. The Method of Drawing up this 
little Armjr, is as follows : The Eight prin- 
cipal Figures arc to be placed in the lowelt 
Rat^ <^ the Board, next to theGamefter, 
in this. Manner \ Firft, the - TUng upon the 
fourth Spot from- the Corner, which is 
Wince ; bis ^ten is to be ptacxd upon the 
Black Spot otuiis Right Hand^ the two B^ieps 
are to ftand one next the Jikif^, the other next 
the ^em \ the ¥Mghti upon the Sides of the . 
Bijhcps ; and the two R6(^St one in each Cor- 
ner. The Pawns -zrt placed juft in the RaiUc 
before them, to fervc 4S their Rampart i 

G 2 TTius 
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Thus the Poor are only made Ufc of to de- 
fend the Great. 

XII. The other Army muft be drawn up 
On the oppofite End of the Board in the Jame 
Manner i and left they Ihould not be diflin- 
guilhed when they come to be mixed, one 
Army is always cloathed in Black, the other 
in White. • 

RtrfcE> it hi thjervei in pU^^ the Game. 

L'TJEFORE you ftiryour Pieces, move 
\M your Pawns, and then fupport them 
with your Pieces ; and therefore, to open 
the Game well, you , Ihould play the Kings, 
Queens, and fiifhops Pawns firft. 

II. Your Pieces therefore are not to be play- 
ed out early in the Game •, becaufe if your 
Adverfary has it in his Power to play a Pawn 
upon them, to make them retire, you lole 
Moves, and at the fame Time he opens bis 
Game ; but efpecially be cautious, till your 
Game be [pretty well open'd, that, you do 
not play out your Queen. 
: III. Be careful not to give ufelels Checks, 
nor indeed any, but when you have fome Ad- 
vantage in View, becaufe if he can take or 
drive your Piece away, you lofe a Move. 

IV. Your Game muft not be crouded with 

too many Pieces together, left the Paflage 

fiiould be fo chpak'd up as to hinder your 

Men 
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Men from advancing or Fctreating, as there is 
occafion, 

V. If your Game fhould be too much 
crouded, the Way to free it» i^ to make Ex- 
change of Pieces or Pawns, and to cafile your 
King with all Expedidon. 

VI. You will find an Advantage in croud- 
ing your Advcrfary's Game, which you may 
do thus : If he brings out his Pieces before 
his Pawns, attack him with your Pawns as 
foon as you can, which will force him to lofe 
bis Moves, which mull neceHariiy -croud him. 

VII. You are never to attack your Advcr- 
fary's King unlefs you can do it powerfully ; 
but Ihould he littack your King, and you 
have not fuEBcient Strength to attack his, 
you muft offer Exchaiigcs with him i and if 
he draws off when you prelent him with an 
Exchange, he may lofe a Move, and fo mits 
his Advantage, which you gain. 

VIII. In playing, let your Men fo well 
guard one another, that if you lofe an advanc- 
ed Man, the oppofite Piece may likewifc be 
taken by that which guarded yours ; and 
therefore as many Pieces as you fee your Ad- 
verlary advance, fo many Guards mufl you 
have about your Piece, and, if you can fo 
contrive it, let them be of lefs Value than 
thofe he brings ag^nft you. But if your 
Piece is likely to be loft, you may try to fave 

G 3 it 
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it by attacking one of his that is as goodf if 

not better. 

IX. When yott inthid to niake an Attack, 
be fure be nffell prepared for it *, gire no ufe- 
lefs Checki, which may <^n your Adver- 
lary's Game, and give him an Opportunity, 
by the Wcaknefs c? your Attack, to make a 
vigorous one upon you, 

X. Before you play your Man, obfervt 
whether you are not in Danger froqi yotir Ad- 
verfary's laft Movcj and before you attack 
him, confidcr whether lus next Moves, ia 
Confequcncc of yours, may not be to your 
Prejudice ; fo it may be in yow Power, be- 
fore it is loO late, to prevent the Mifchicf he 
dcfigfisyou. 

• XL "Wlwn you obferve yiour Attack is 
likely to fucceed, jxirfue your Scheme (if 
poinble) tiii you give him Mate % fear not to 
take any Piece, or any Advantage that your 
Adverlary may throw in your Way to tempt 
you, widi a Deft^ to defeat ywr. Purpofe. 

Xtl. If you are in the PurTuic of aa Attack 
wrfl-Idd, and find yourfelf under a Neceffity 
of forcing your Way thro* hb Defence, in 
which you muft lofe fome Pieces ; if upon a 
View of Jhe Situation of the Enemf, you fee 
a Prolpcft €)i Socceft, donlt be afraid to 6cri- 
fice a Piece or two,' to gain your End s for 
it is a hcAd Play, that gives the moft divtrt- 
iog Turns to the Game. 

XIII. 
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Xin. L<et not your Queen be fo placed be- 
fore the King, as Eo tempt your Advcrfary 
to bn'ng a Rook or a Bilhop, m^ &> check 
your King if Ihe was not there, for you will 
find it no eafy Matter to fave her. 

XIV. When your Ac^verfary's Knight, 
well guarded, advances to check your King 
and Queen, ot your King and Rook, . or 
your Queen and Rogk, or your ^two Rooks, 
at the Tame Time, you muft endeavour to ■ 
prevent it ; for in the Two firft Cafes, the 
King b^ing forced to go out of Check, you 
will lofe your Queen or Rook j and 'm th^ 
laft two Cafes, you will lofe your Rook, with- 
out any Hurt to your Adverfary, but the Lo& 
of a worfe Piece. 

XV. Some guarded Pawn of your Adver- 
fary's, if you are not aware, may fork Two 
of your Pieces. 

XVL The Kings being cafUed ob dificrenc 
Sides of the Board, the Adverfary muft ad- 
vance the Pawns lie has on the other Side of 
the Board, againft the other King, bu^ C}ke 
Care to fupport them with Pieces, efpf^ciftHy 
his Queen and Rooks j and ^e caftled King 
muft notftir his three Pawns if he can poflibly 
avoid it. 

XVII. You muft, if poflible, always have 
a More io Referve, or Ambufh i that lis, fo 
to place your Queen, Biftiop, or Rook be- 
hind a Pawn, or a Piece in fuch a Manner, 
G + 
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as that when you play that Pawn ea- Kece, 
you may (hew a Check upOn your Adveriary*s 
King, and by that Means may often take a 
Piece, or, gain fome other Advantage. 

XVIII. A good Piece is not to guard One 
of an inferior Value, if you can do it with a ■ 
Pawn i becaufe by fo doing you will in a man-' 
ner put the better Piece out of Play j neither * 
fhould you, for the fame Reafon, guard a 
Pawn with a Piece, if you can do k with a 
Pawn. 

XIX. By paffing a Pawn well fupported, 
you will often get a Piece from your Advcr- 
iary. And if your End in playing is only to 
win the Game, you muft, upon gaining any 
Advantage, as by taking a Pawn, or other- - 
wife, make as frequent Exchanges of your 
Pieces as you can, only be careful not to lofe 
your Move. 

. XX. When you and your Advcrfary have 
each of you three Pawns upon the Board, and 
no Piece, One of your Pawns being on one 
Side of the Board, and Two on the other, 
and oppofite to your two Pawns arc your Ad- 
verfary's Three, advance with your King to 
Cake his Pawns, and if he marches his King to 
fupport them, go on with your fingle Pawn / 
to Queen •, and if he attempts to hinder you, 
take his Pawns, and pufh the others to Queen: 
Such is the Advantage of a pafTed Pawn. 
XX [. If 70U are got fo near the End of 
your 
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your Game, that each of you have only Three 
or Four Pawns on the different Sides of the 
Board, the Kings, in order to win the Game, 
are then to pu(h for the Move. Thus, if you 
bring your King to confront that of your Ad- 
vcrfary's, with only one Houfe between you, 
you will get the Advantage of the Move. 

XXII. Suppofe your Adverlary has on the 
Beard his King and one Pawn, but you have 
your King only j now, if you can bring your 
King oppoGte to th^ of your Adverfary's 
whai he is either immediately before, or on 
one Side of his Pawn, and only one Houfe 
between the Kings, it's impoffible you Ihould 
lofe the Game. 

XXIII. When on the Rook's Line of your 
Adverfary you fee only a BiQiop and a 
Pawn, and his BUhop not of the Colour that 
commands the Corner Houfe to which his 
Pawn is going, and you have no more than 
your King, if you can but get Ft^tUion c^ 
that Cocner, you can't lofe the Game, and, 
hy i Stale, may poQibly win it. 

.XXlV. If it ihould fo happen, that you 
■ have greatly the worfc of the Game, having 
no more than your Queen kft in play, and 
your King in die Poffeffion of Stale-mace j 
your Bufmefs is^to keep checking your Ad- 
Terfary's King, wfith this Caution, not ta 
check him where he can thruft in any of his 
Pieces dut makes the Stale ; thus will you 
G 5 force , 
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force him at kft to tjdce your-Quem, wHch, 

by beii^ in a Stale-mate, -wins the Game. 

XXV. X<^ wuft not cowr 3 Check -with 
X Piece that may be taken with a Pawn pofii'd 
opon it, left yoii fhould get for h no more 
than that Pawn. 

XXVI. Always obferve tHs Rule, viz. to 
fct your AdTcrfaiy's King have a Move, 1^ 
yon g?ve him an Opportunity of making a 
Stale-mate. . 

^e foregoing Rules and Observation* 
ixptained and iUufirated. 

WHetber the open or c!o(c Game be 
your Play, letthisbe aconftantRuIe, 
that before you l^g^n to attack, bring all your 
Pieces into Play j which M" you negleft, and 
your Adverfary obfervcs, you will always at- 
tack, or be attacked, to great Difadvantage j 
this is fo abfolutcly necefliiry, that you had 
'better drop a feeming Advantage than negleft 
it ; neither is it poflible to play the Game 
well without obferving this Rule. If you 
would bring out your Pieces properly, you ' 
ftould pofh on your Pawns firft, which if 
you fiipport wcH with your Pieces, yonr 
Game won't be crouded : That is, all your 
^Pieces will 1im^ Room to play and aflift 
each other. Yet this muil be obferved, that, 
w;hetber you attack oc de&nd, you bring 
your 
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your Pieces ftH-vrard in fuch oianner as net t^ 
be forced to r^rc. 

But f^rt!^ } your Pieces bang all Ivought 
Ptit, and placed as above, which-will be naucb 
to your Advantage, eipecially if you jve af 
Uberty to callle oa which Side yoQ pLeafe^ 
you are next to take a View of your own an4 
your Adverfary's G^me, and by ob&rving hip 
wfakeft Part, you may deteripine wijerc tp 
caftle, and where to begin yoiu* Attack ; ai^ 
you need not be told, that you capH do ^ 
better than where you are ftrongeft, anid youf 
Enemy weakcft. By obferwipg this Rule, 
it's highly probable, you -will be able to br?ak 
thro' his Game, in which defperate Attempt, 
you mult exped Tome Pieces will be exchang- 
ctl. Here you muft again furvey both Games 
with the utmoft Accuracy, nor let your firft 
Suctefs hurry you on to aft with kfs Caurion. 
If you ftitl find you; Adverfary pretty ftrong, 
your beft Way will be to rally yqiir Mep 
again, and put them in the beft Order you 
can, for a lecond or a third Attack if necef- 
fery i to which Purpofe you muft keep your 
Men as cloic togetfwr as you can, that they 
Hiay be ready to aflift each other as Occafioji 
offers. However, if you ean*t penetrate ib 
f^r as to fccure the Gamcj yet, by obferving 
thefe Dircftioiis, you can't mifs of having ic 
difpofed in a good Methods 

We come now ta, the clofing- Part of the 
G 6 Ganie^ 
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Game, which has tikewife its TntricacieS} and 
Difficulties. You are toobferve, where yoor 
Tawns are ftrongeft, beft comie£ted, and near- 
eft CO Queen ; then take Notice of the Situa* 
ripn of your Adverfaries Pawns, and in wha 
Degree of Preferment, and if upon the Vkw 
of Isoth Sides, you fee your Way open » 
■Queen before him, purfue it direftly j if not, 
you muft pulh your King forward Co prevent 
' him. This is laid,. upon the Suf^ofitioifi 
that atl the Noblemen are fwept off; for, if 
!Uiy of them fiill renlain, they fire to attend 
your Pawns, and muft ferve to hinder ytnir 
Advcttary from going to Queen. 

Mditisnal Hvits for the hetter plajit^ tht 
Gime. 

I. "I TIT" HEN you bare moved a Piece in 
VV fuch a Manner, that your Opponent 
drives you away widl a Pawn, you may be 
pretty fure it is a bad Move, becaufc yc»i have 
given him a double Advantage, Firft, of ad- 
vancing himfelf, and, Seeondiy, of forcing 
you to retire : And altho' between Players 
equally good, the firft Move may not be of 
much Confequence, yet the Lofs of One or 
Two more afterwards, may render the Game 
irrecoverable : But if you defrnd and can re- 
cover the Move ot the Attack (for they go 
both 
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both tc^ether) you will be in a good Way cf 
winning the G^ne. 

II. Should your Move be Tucb, as that, up- 
on playing again, you can do no Good, be 
alTured it is a very bad one \ for in this curious 
Game,' every Move produces fome £K£b. 

III. You need not be over fearful in loGng a 
Rook for a Piece of lels Value \ for, tho* a 
Rook is preferr'd to any other, excnic the 
Queen, yet it is feldom played to much Pur- 
pofe till the latter End fX the Game, and. 
therefore it ^quently happens, that it's of 
greater Advantage to have an inferior Piece to 
play than One diat is better. 

IV. Should your Game carry fuch a bad 
Afpedt, that you have little or nothmg to play, 
it muft be owing to your own Neglcft, cither 
in not bringing out your Pieces properly, or, 
which is fiill worfe, not at all \ for, had you 
put them in a right Pofition at firft, you 
would not have wanted a Variety in Play. 

V. There is no Danger in doubling a 
Pawn, for three Pawns together will make 
you iirong, but Four in a Square, aflifted 
with other Pieces well managed, is a Strength 
invincible, and probably will produce you a 
Queen when you moft want it. On the con- 
trary, two Pawns, witha Space between, will 
do more Service than One ; and fbould you 
be fo carelefs as to leave Three over each 
other in a Line, your Game is in a very bad 

Pofition. 
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Pofidon- You tnuft di^xtfore kct^ your 

Pawns in clofe Conjun^on, which will eiu^ 
70U to face ydur Ei^my wherever he advances 
againft you. 

VI. When it is luH in y(wr Power to hve 
a piece that is actack'd, give it up i and 
whilft your Adverfary is taking k, con&der 
how you fltall beft araioy him in aoother 
Place ; f©r it frequently occurs, thap whilft 
he is eago* in the Purfuit of a Piece,- you 
either get a Pawn or Two, or fuch, an Ad- 
vantage as he can never recover. 

VII, When your Qu^n and a Piece aie 
' attack'd at the iame lime, and you mufl, by 

moving your ^ueen, lofe your Piece j you 
are to cgmfider, whether in Exchange for 
your Queen, ymi can get two Pieces ; if you 

.can, do it rather than retire ; for it makes 
the UifFerence of three Pieces, which is (rf 

■ greater Confequence than a Queen 5 and you 
have this farther Advantage by it, that you 
keep your Gan:ie entire, as well as your Situa- 
tion, which you will find trf more Service than 
a Piece ■, and indeed you had better give your 
Queen for a. Piece, or a Pawn or Two, or 
aJmoft any thing you can get, rather than re- 
tire. For obfcrve, when the Attack and De- 
fence are perfeftly^orm'd, and ail in Readi- 
ncfs for the Storm, if by the Move of him 

' who defends, he who plays Brft is, obliged to 
retiie. 
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kAk, he vfta u attacked generally k^ei the 

Game. 

Vllf. Whrai' you u<e about to change your 
FefirioB, fee th« you have Keafon for it ; for 
ff you fliould happen to be wrong, a desXious 
Opponent will catch hold of your Fauh to 
inend his own Situanon and fpoil yours. 
When you find yourfelf ftrongeft, at Icaft by 
a Piece, by erery Change you make your 
Advantage is increafcd. Farther ; if upon 
playing a Piece, your Adverfary oppofes one 
to it, change direftly, fo you will prevent 
his Defign of removing you, and riot lofe the 
Move yourfelf. 

IX. You fhould every now and then take 
aSurvcyof yourGame, calculate your Moves, 
and thereupon take your Meafures. - 

X. You are efpeciafly to remember, that 
ywn* King is a capital Piece, and ought not 
to ftand idle, efpectally at the latter End of 
a Game •, for the Move and the Viftdry are 
generally got by his AfHvity. 

XI. Take Notice , likewife, that in your. 
Attack it is not always necefiary to have your 
Quecij, Rook, and Bifhop near your Advcr- 
fary's King j becaufe they do better at a Di- 
ftance, can't be drove away, and prevent 'a 
Stale-mate. 

XII. if you obferve a Piece that you can 
take when you will, firll fee if you can move. 
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to Advantage dfcwhcFe, md take that at 

your Lcifure. 

XIII. Be not too hafty in taking your Ad- 
verlary's Pawn with your Kng, for it fre- 
quently happens that he is a good Frotedicm 
to your King. 

XIV. Wten it is in your Option to take 2 
Man with difiFcrent Pieces, do it with Dcli- 
beration^ and conGder with which it will be 
your greateft Advanti^ to take it. 

The Laws «/ Chess. 

i.TF'you do but touch a Man, you are o- 
X bHged to play it, and if once you quit 
it» you are not allowed to recall it. 

2. If you play a falfe Move, however it 
may happen, and 'tis not obferved by your 
Opponent till he has played lus next Move, it 
is not to be recalled by either of you. 

3. If you make a Miftake in placing your 
Men, and play two Moves upon it, 'tis in 
your AdvetJary's Option, whether you fhall 
begin the Game, or not. 

4. If your Advcrfary in playing difcover 
a Check to your King, and gives no Notice. 
<^ it, you may let him ftand till he does. 
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PART 11. 
WHIST. 

^he Laws of Whist. 

BEFORE the Parties begin to play, it 
is highly neceflary that they fliould know 
by what Laws they are to be governed, in 
order to prevent their committing any Errors 
or Miftakes, whicli might tend to their Pre- 
judice in the Courfc of the Game. Thcfe fol- 
lowing are generally obferved. 

1. While the Cards are in dealing, none of 
the Players are to take up, or look at his 
Cards ; and if the Deal happens ' to be lofV, 
the Cards fliall be dealt again. 

2. if in dealing, a Card in the Pack happens 
to be faced, except it be the iaft Card, they 
fhall be dealt again. 

3. ff in dealing the Cards one is turned 
up, the adverfr Party may, if they pleafc, 
call a new Deal, unlefs either of them has 
occafioned the turning up fuch Card, ia 
which Cafe it is in the Option of the Dealer. 

4. When a Perfon happens to play out of 
his Turn, either of his Adverfaries may call the 
Card fo played, whenever he will, during 
that Deal, provided he does not force him 
to revoke ; and in Cafe cither of the adverfe 
^^ty is to lead the Board nen, be may aflc 
Jiis Partner to oominaie theSuit Ik would have 

him 

. Uoogic 
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him play from, which he muft obeyi if in hia 

Power. 

5. If, when a Card is led, one of the Ad- 
verfaries fhouid play out of Turn, his Partner 
muft not win the Trick, if without revolting 
be can avoid it. 

6. When a Card of any Suit is led, and 
the laft Player Ihould play out of his Turn, 
though his Partner may not have any of the 
Suit led, he is not entitled to trump it, or 
to win the Trick, provided you do not force 
him to revoke, 

7. You arc not to challenge a Revoke till 
the Trick is turned and quitted, or the Per- 
fon revoking, or his Partner, have played 
again. 

8. When a Revoke is properly challniged, 
the adverfe Party adds 3 to his Score, xnd 
the Party that has revoked, in Cafe they fliall 
be up, Ihall, notwithftanding the Penalty, 
remain at 9^ Evety other Score of .the Came 
inuft give Place to a Revoke. 

9. Each of the Parcicfi ought to mind that 
he has 13 Cards dealt htm % for if he Oiould 
haveOpe Oiorc of tt^e Number, and docs not ob- 
ierve it till after feveral Tricks are played, and 
if at the fan>e time die othe^ Players tu)ld their 
riglit Numbcf », the Deal muft not be loft ^ 
smd he who plays with t > Cards, is liable t? 
be punifhed witheach Revoke, if he ftiould 
make any j Imi if itifaould be fiwnd that any 

W 
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of the other Players holds 14 Cards, the Deal 
muft be void. 

10. Should any of the Parties call at any 
Point of the Game, except 8, cither (rf the 
adverfe Party may demand a new Deal i and 
they may confolc together whether they fliall 
InGft upon a new Deal, or not. 

11. As fpon as the Trutnp is turned up, 
no Party fiiall be at Liberty to put his ftre- 
Ber in Mind of calling. 

12. When the Trump-Card is feen, you 
are detarred from fetting up Honours in the 
preceding Deal, uplefs before claimed. 

13. Should any Pcrfon feparate a Card from 
the reft, either of the adverfe Parties are at 
XJbcrty to call it, provided he names it, and 
proves the Separation j but if the Card he 
calls fhouid be wrong, the adverfe Parties* 
or either of them, may once, during that 
Deal, call the higheft or loweft Card in any 
Suit. 

14. In jiacyingt each Peribn is to lay lus 
-Card before him; which bekig done, if either 
of the adverfe Party Ihould, either acciden* 
tally or defigpedly, throw their Card to his, 
his Partner may require each Perfon to lay his 
own Card before him, but he is not to alk who 
-played any particular Cat^d. 

; r5n :lf ip. Play a Peribn happens to revcdce, 
and^ifcpvcrs it befcre. the Cards are returned, 
t^.advo'ie ^ar^ may call either the bighe^ 
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or loweft of the Suit led, or may, at any 
otb^ Time, call a Card then played* if it 
does not oblige the Perfon to revoke. 

16. If a Flayer, imagining he has loft die 
Game, throws down his Cards Face upwards, 
and hu Partner will not yield it loft, the Ad- 
vcrfarica may call either of thofc Cards, when 
they will, if they do not make the Party re- 
voke. 

17. Put a Cafe : ^ and 2 are Partners a- 
gainft C and T. A leads Clubs, Z plays be- 
fore the Adverfary Cj T'has then a Right to 
play before his Partner C, bccaufc Z play^ 

. out of his Turn. 

1 8. A Perfon may fbew his Cards, if he is 
fure of winning every Trick in his Hand ; 
but if it Ihould appear he has a lofing Card, 
all his Cards are liable to be called. - 

19. While the Cards are playing, no Per- 
fon may alk his Partner if he has played an 
Honour. 

30. If a Perfon revokes in Play, and dif- 
covcrs it before the Trick is turned, he may 
take up his Trick again, and fo may the next 
Player, and the Adverfaries may oblige the 
Revoker to play the higheft or loweft Cards 
of the Suit led. 

XI. If at the Fcnnt of 8 any Perfon Ihould 

caU, and his Parmer anfwer, upon which the 

Opponents throw up their Cards; and it fhould 

then appear, that the Parties odling had not 

Two 
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Two b7 Honours, dtey lazj thereupon ad- 
rife with one another, and may ftand the Deal 
not, as they like befb. 

- 23. And if a Party anfwers when be has 
. not an Honour, the Adverfaries may advile 
t(^;ether, and may chufe whether they will 
ftand the Deal or not. 

23. In the Middle of a Game, no new 
Cards fhall be introduced without a general 
Conlent. 

24. The Trump-Card ought to be left open 
upon the Table till 'tis the Dealer's Turn to 
play ; and when he has mixed it with his other 
Cards, No-body has a Rig^t to afk what was 
turned up, but may afk what is Trumps i 
this puts it out of the Power of the Dealer to 
name a wrong Card, which otherwife he 
might do. 

Gehbral Obsektatioks. 

Formerly it was ufual to deal 4 Cards to- 
gether-, but it is demonftrable there is 
no Safety in that Method ; but now the Cards 
are dealt round i and i at a Time, as the fe- 
cureft and beft Way. 

In playing your Cards you mufl: have Re- 
courfc altogether to your own Judgment i 
and tho' you have but mean Cards in your 
Hand, yet you may (by obferving the Courfe 
of the Cards) play them fo fuicable to thofe 
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in your FaitiKr*! Htndi tkoc lie inay ebhet 
tnimptheni, or pl^ die beft cf that &nt oa 

the Board. 

You ou^ to have a ftrtft Eye on -wka 
Cards are plxycd ouc, tiiat yoa iQCTknow by 
due Means eidier what Co pkiy, if you lead, 
or how to trump fccurely Mid advjmt^geoMy. 

At Ruff utd Jhnettrsy by iwnc calkd 5/aw, 
you haTc in tfic Ftok all the Duces, and the 
Rea^n is, bccaule 4 Perfons playing, hznng 
xlealt I z a~>piece, there are 4 left'for the Sffick, 
the uif^rmoft whef^eof is turned up, and that 
is Trumps. He who hath the Ace of Trumps 
Ruffs^ that is, he takes in diofe4Cards, and 
lays out 4. ; the 4 Honours are the A<^e, King, 
C^een, and Knave ; he who hddi 3 Hotv>urs 
in his Hand, his Partner not luving the 
Fourtbf fets up 8 by Cards, that is, i 
Tricks i if he hath all 4, then 16, that is, 
4 Tricks. It is all (me, if dK two Partners 
make them 3, or 4 between them, as if one 
had them. If the Honours are .equally di- 
vided among the Gamefters of each Si'df, 
then they fay Honours are fplit.' If cither 
Side are at 8 Giwats, he hath a Benefit of 
calling, Can ye ? If he hath 2 Honours in 
his Hand, and if the other anfwers i, the 
Game is up, which is 10 in all •, but ^ he 
has more than 1 he Ihcws them, 'which is 
the fame TMng j but if he forgets to «//, 
- after 
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after p1a3n'Rg a Trick, he loleth the Advan- 
tage of calling for that Deal. 

All Cards are of Value as the]r ate faperior 
one tb another, as a to wins > 9* u not 
Trumps; fo a Queen a Knave, InnkeMan* 
tier ; but the leaft Trump will win the higjieft 
Card of any other Suit : Where, note, tiie 
Ace is the lughefL 

Some play at two-handed, or three-handed 
Whifi. If diree-handed, always two ftrive 
to fupprefs and keep down the rifing Man. 
They deal to each 12 a-piece, and the Trump 
is the bottom Card. 3 he Manner of crafty 
playing, the Number of the Game 10, Ho- 
nours and Dignity of other Cards are all 
alike ; and he that wins moft Tricks is moft 
forward to win the Set. 

R u L I s for pitting, 

I. T ET the Leader begin mth the beft Suit 
I > inhisHandjScquentsofKing, Queen, 
and Knave, or Queen, Knave, and Ten are 
fure Leads, and always gain the Tenace cither 
to yourfelf or Partner in other Suits j the 
higheft of the Sequents, unlefs you have Five, 
ihould lead : But if you have 5 of the fame 
Suit, play the lowcft (except it be in Trumps, 
which reqiures you to play the higheft) in or- 
der CO get the Ace or King Out of the Hands 
of 
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of your Partners Adverfary, which will make 

iWay for your Suit. 

II. Suppofe you hold Fire fmall Tniraps, 
and no good Card of any other Sort, what 
muft be done i Why, trump about, which 
as it will make your Parbier the laft Flayer, 
will likewife g^vc him the Tenace. 

iV. B. The Tenace in any Suit, fupp>ores 
tiiat the laft Flayer has the Firft and Third 
bell Cards, and by diac Means can catch the 
Adverfary when uiat Suit is led. Thus, if 
you have Ace and Queen of any Suit, which 
if your Partner leads, thefe T Wo Tricks mufl; 
be yours ■, and fo of any other Tenace in 
Cards of lefs Note. 

III. Suppofe you hold King, Queen, Ten, 
and Three fmall Trumps, with One good 
Suit befides, play your King of Trumps, 
which, probably, will bring out the Knave at 
the fccond Round ; and do not wait to finels 
the Ten, for fear your ftrong Suit Ihould be 
trumped. 

N. B. Tofnefct is to try to gain an Ad- 
vantage by Art ; as thus *, when a Card is 
played, and you have the beft and third beft 
of that Suit, you think proper to put your 
Third beft upon that Lead, and run the Ha- 
zard of your Adverfary's having the Second 
beft, which if he has not, and it is 2 to i 
againft him, you are then fure of a Trick. 

IV. If you have Ace and - King of two 
Suits, 
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Suits, with but Two fmall Trumps, and a 
£>ef}ciency in the Fourth Swt, make directly 
as nuny Tricks as you can ; but you are not 
to force your Partner, in Cafe he refures^ther 
of your Suits, becaufe that may too mud) 
wea^n his Game. 

V. It is not always the heft Flay, to return 
your Partner's Lead i t!)at is, fuppofing you 
have good Suits to play, unte& upon the 
Pinch of a Game. By good Suits you are to 
underftand Sequents of King, Queen, and 
Kaave ; or Queen, Knave, and Ten. 

. VI. If you hold One good Suit, with aa 
Ace, King, and Four fmall Trumps, you 
muft play three Rounds of Trumps, to pre- 
vent your ftrong Suits being trumped. 

VII. Suppofe your Adverfary and you have 
■e^ch of you got Five Tricks, and by your 
own Hand you can get 2 Tricks more, make 
Cure of thofe 2, and run no Hazard m order 
to fcore 2 that Deal ; for if you fhould hap^ 
pen to lofe the odd Trick, you play 2 to i 
againft yourfelf. However, this Rule is not 
to be fo ftriftly obferved, when there appears 
a Likehhood either of faving your Lurch or 
winning the Game ; when either of thcie 
happens to be the Cafe, make no Scruple of 
rilquing.the odd Trick. 

VIII. A Queen, Knave, and Three fmall 
Trumps, with one good Suit in your Hand, 
lead the Board with a fmall Trump. 

IX. If ¥0U have a good Profpeia of win- 

H ' "..ooplnf 
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ntng the Gftffle, don^ be itfraad of riti^uing a 
Trick or TwOi becaulc-thc Advantage your 
Adverlary has by a new Daal, ii more than 
Equivalent to tlie Point or Two> which you 
bazard by that Deal. 

X. Put the Cafe that you have King, 
Queen, and Four fmall Trumps, wttk One 
good Suit beHdes, trump about with the 
King, becaufe you wiD have Thtee Rounds 
tiS Trumps vAKn the Lead comes iato your 
Hand again. 

XL Suppofe your Adveriay is 6 ot 7 1.0Te, 
and it is your Turn to lead, in order to put 
the Game upon ah Equality, you Should 
rifque a Trick or Two. Wc will fuppofe 
^en, that you have the Queen or Knave and 
'I Trump more, and in your other Suits no 
good Cards, play eut your Queen or Kn|pe 
of Trumps, by which your Partner's Game 
will be ilrengthened, if he fliould happen to 
he itrong in Trumps ; but ihould he be 
weak, you can't hurt him. 

XII. When you hold Queen, Knave, Nine, 
and Two fmall Trumps, with a ftrong Suit 
befides, trump out the Queen, which at the 
fecond Round may bring out the Ten, and 
dbn't wait to finels the Nin^ but trump a- 
bout a fecond Time. 

' XIII. If you have fcor'd up 4, you muft 

<hen play tor an odd Trick, by which Means 

you will poficfs One-half <rf your Intercft in 

'the 
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the Game. Sow, to win de odtj Tfick. ba 
Cftuiiout, dKxi^ you «e pretty Arong in 
ITmmftf hovr ^ouj cnuBp ^hoot. You mvf 
nxktn yourfdf ftroog in Tratop^ wrltoa 70U 
hsn: an. Hohour jnd tfacce .Tt«ni{M. 

XIV. If you hold Three fmail Trumpt* 
mnxh » Ksave*aATait ^iA Oiifc gdOd.£uic 
bdide^ trump about wuh^ (oBoH-OtK. . 

Xy. Suppofe yc4i have &off'at 9, - vkI And 
yfiu aie ftrcK^in^Trun^ yetif-pQ petc6ve 
by yfwr Painei's: Play, :thtt lie CHi ttutop 
any-of yoMr Adneriiry's Sifita, .fpi) are noc 
CO tmmp out, but ict him take im Opportu- 
nity of trutnp4i)g tiiofe Snita. , . Wixo your 
Ganie is fcored i, 2, or 3, you Dtuft pUy the 
Jievtrle ; and KkewHc it 5, 6^ or 7 -, becauft 
in thde Cafes you aim at gettiog more than 1 
Point. 

JV. B. By playing the R^erfe is meant the 
playiog ytKir.Hand different Ways ; as-thuE ; 
if you an firong in Trumps you [^ay ooe 
ViTay i if wealf^ the Kevirftt i. ei aiotber. . 1 
, XVHf you hoU Two fmali Trurapi. 
with Knave, Ten, and £i^, .and A good 
Sukliefides, your Play will be .tO trump a- 
bout 'With tbe.3CnaTc, whidi at the fKond 
Round may bring out the Nine. 

XVJI. When ypu hiqipmjED be the laft 

Phiyer, and. oi^erve that the thintHanddocs 

ncs^v>r«rer bis Partner's Ixad wti^ a.,^>od 

Card, even du/ your dWo Haad is not very 

H 1 ipo** 
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good, return your Adrerfaiy the Lead, whkh 
will put into your Partner's Hands the Ten- 
ace of that Suit, and perhaps bb^ge the 
Adrerfary to change to anotho- Suit, which 
wilt likewife gun the Tenace in that new 
Suit. 

XVra. If you hold Eight, Nine, and 
Ten, One fmall Trump, with a good Siut 
befides, trump about with the Ten. . 

XDC If you hold Knave, King, and Ace, 

and Three other fmaU Trumps,, play the 

' King Hid then the Ace (except One of your 

AdTcrlarics rcfufes Trumps) bccaufe 'tis Tm 

to One but you bring out the Queen. 

XX. King, Queen, and Four fmall Trumps. 
facing in your Hand, begin with a fmall One, 
bccaufe k is very likely your Partner has- an 
Honour. 

XXI. If you hold King, Queen, Ten. and - 
Three fmall Trumps, lead with your. King, 
bccaufe it's great Odds but you bring out the 
Knave in the fecond Round, or you may 
wait for the Return of your Parmer's Trumps, 
to fine& your Ten. 

XXII. Queen, Kn^e, aoA. Four fmall 
Trumps being in your Hand, lead with the 
Queen, becauK it's highly probable your Part* 
ner holds an Honour. 

XXlIJ.Nine, Knave, Queen, and. Three 

foiatl T-ruiDps in Hand, lead with the Queiv, 

becaufe it's very poffible that the Ten f^ in 

' .the 
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the fecond Round j or you may wait to finefi 
t^ieNine. ■ ■ 

XXI V> Ten,- Knave, and Four fmall 
Trumps in Hand, lead with a fmidl One. 
See N« XXII. : _ . 

XXV. If you bold Eight, Ten* and Knave, 
and Three fmall Trumps more, lead with the 
Knave, which may hinder the Nine frotrt 
mak'm^ a Trick -, and there is great Proba- 
biltty,' that the three Honoufs will be forced 
out in two Rounds. 

XXVI. King, and Ace, with Three 
fmall Trumps in Hand, le^ with a fmall 
One. See the Reafon, N» XXII. 

■ XXVII. SixTrumps of inferior Degree be- 
ing in Hand, jday the loweft firft, unlcfs jaa- 
hold Ten, Nine, and Eight, and an Honour 
h tum'dup againft you ■, then indeed you are 
to lead with the Ten, which obliges youf 
Opponent to play his Honour to DJ&dvan- 
tage; or leave your Partner, at Liberty to paf» 
it or not.' 

■ XXVIII. King, Knave, and Ace, with Two 
fmall Trumps, play your King, which af- 
furcs your Partner that you have Knave and 
Ace behind ; and by giving ydur Partner the 
Lead,' he 'plays a Trurap, upcKi 'which ybu 
niayfinefs the Knave, and nnlefs the Queen- 
Ees befiind you ftiigte, you cannot be hurt 
fey fuch Play. 

XXpC. King, Queen, and Throe froalt 
>. H 3 Trumps* 
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Trumps in H«fd| play a iinail One. Sir 
Rtafni, N» XXII. 

XXX. King. Queen, Ten, and Tw9 iinail 
Trumps in Hand* play die Ten.: Sec thr 
Riafctis, N» XXVIII. 

XXXI. Queen, Knave, and Three fmaB 
Trumps in Hand, play a fmalt one. Su 
N« XXII. 

XXXII. Nine, Knave, and Queen, with 
Two fmall Tramps, play die Queen. Sa 
N» XXIII. 

XXXIII. EiglK, Ten, and Knave, and 
Two fmall Trumps in Hand, play your 
Knave, beeaufe it's great Odds that in tw(> 
Koumis of Trumps you brv£ out the Nine, 
or when your FartfKf returns Trumps, yotk 
finels the Eigh;. 

XXXIV. When youiold Eve Tnmps of 
ivTerior Degree, -your isef^ Way is to play the 
loweft, unlets you have Ten, Nine, and 
Eight \n $e<)ueiils i tbea indeed you play the 
Highcft. 

XXXV. KiHVe, Ki«g> and Ace) andOne 
fmall Trump in Hand, play the King. Stt 
A»>, N» XXVIII. 

XXXVL Ace, King, and Two fmall 
Trumps in Hand, ^y a ft^ati One. : Sit 
RKjm N« XXU. * : 

XXXVII, King, Q^ni abd Tvp fmall 
Trumps in Hand, play a fmajl One. Sa. 

XXXVIII, 
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XXXVIILKing, Quwtt* Ten, and One 

fihall Trump in Hand, play the King, and 

w6cn your Partner returns Trumps, you may 

finefs your len to catch the Knave. 

XXXIX. Nine, Knave, and Queen, with 
One fmall TnHnp i;i Hand, tea3 with the 
Queen, by whkh you may hinder the Ten 
from making a Trick. 

XL. Ten, Knaw, and Two fmall Trump* 
in Hant], play a fmaU Oae. Ste Reafen^ 

N' xxa 

XLl. Eight, Ten, Knave, and One fmaM 
Trump in Hand, lead with the Knave, that 
fo you may prevent the Nine from aiaking a 
Trick. 

XLII. £i^. Nine, Ten, and One fmaU 
Tranu) in Hand, play the Ten, which give* 
your Partner the Choitx of pafling it or not. . 

XUII. Ten and Three fmall Trumps ia 
Hand, play a fmaU One. 

RuLBs far pi^/ii^ SEoyiiFTs. 

I. T N playing Trumps, lead the highcil St- 

X quent, except you bold the Ace* Khi^ 

and Queen -, thai indeed you muA play the 

loweft, which will intimate to your Fanner 

how the Game ftanda. >> 

II. If you are to play a Suit that is not 

Trumpi, and'haveScquentsof King, Qpeen, 

and Two fmall Ones ; in this Cale> tho* you 

H 4 ihould 
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Ihould not be ftrong in Trumps it is your 
bell Way to Irad with the Knave, for t^ get- 
ting the Ace out of any Hand, you make 
room for ihe reft of the Suit. 

III. Suppofing you hold Queen, Kn&rr, 
Ten, and Two Tmali Cards of any Suit, and 
at the &UK Time are ftrong in Trumps ; then 
indeed you ought to play the higheft of your 
Scquents ; for if' that Suir fhould happen to 
be trutnp'd in the lecoRd Round,, you, by 
being ftrong in Trumps, fetch aox. their 
Trumps,, and rauft make the Remainder of 
that Suit. Obferve the fame Method of Play 
in Sequents of Knaves Teny and Nine, ara 
Two fmall Cards of any Suit. 
• IV. If eidio- you or your Adverfary have 
accidcncally forced your Partner, andhedon*C 
chufe to trump about when it i» his Lead,, you 
tnuft, tho' weak in Trumps, force him. on 
whenever the Lead comes into your Hand, 
unlefe youcanmakeTricks from other Suits. 

V. If your Right-band Adyerlary leads a 
Suit of which you have none, trump it, tho* 
ycu have but Two or Three fmalJ Trumps 
in yojr Hand, becaufe it intimates to your 
Partn?r your Weaknefs in Trumps. 
■' VI. Should you hold Sequents of King, 
•Queen, and Knave, and One fmall Card of 
any Si^l, play your King without any Re- 
gard to your Trumps } the fame Method you . 
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ire to oblerye in apy infitrior Sequents, i£ 

tbcnr .are Jioixbre dun Four. 

I .iv41( Bat if yotit aro weak. inThim|)S» 70U 

^uft pUy the: \tif(cStio^ .]^duE Seqwents: Hrit* 

tiat ' is, if 70U ihouid . l«Ai- Five C^ them ; 

this gives your Partner/a. Chance t» make his- 

Ace. FMjf imanySuitiyou had theAcc and 

Four fmall Csxbi Ibuc .we^jnTrun^Mj^ sad 

led irpnJtiUiitySDft^ yilujbught geitainly !»■ 

play.tfcie Aeev U^ indeed you iare ftrai^- in 

Tni[n{)A,.'.yQu nlay play your Game as back- 

ivard as yoU'ptea^e,. but it' weak,. the rcvede. 

^.^. If yott hav« the Ade arflKing^ Kir^ 

and Queen^ Queen and Knave, QuKn 

:. ind:.TiJB^;wiEh' mine .finali-TrUmfs* 

: and a::.Quettr^ ob Xnavev- wijhi F«jJ» 

, .. fftiall Truhjps to «s±, .you-jnay feekom 

yourfelf ftrraig^. ii> Trumps, and oughti 

~ to ^y by the foregoing Rules, bccai^ 

you will always have^ the ComtiVand ,ffi 

Trumps. But if yoU;h4ve'i<)n]yi;Tih» 

. er Threprfmaljl Truffips* you are ,*i^ 

in, them. ■ ■ : . u ■. -iV 

Vin. AecyKingi Queeni or Knave,; »tthi 

Three Oniyi Trumps with' eiibw «f them,! 

will entttte you<to iorce your Pactneriai.ap^ 

Point ofiiJbcCiapie.. -'■ ■ ■.■iL'u 

: IX. Pm5..theCafe yogr Piroier.trnfflps.to' 

you,.fuppofe.from thiKi{jg,andXhreefinalt . 

Trumps, aad that you hqid Art, KnaVe, an$ 

Cne.faiaUL.Irun)P i wiiicb « itifa^.to^ playt- 

. . * KL^. the: 
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die Araor tbt KoitM;} iSoppoft agna, Uut^oMr: 
RighC'buid Advedkr^ holdf dKeTrunipay- 
dflft thtixe is ihelika Noanber hetd^byiybur 
AAnr£itf<fi dwLvft^ by i^yiogpyoov Aoev 
and Aoelfeig yaui;ktUfe, it'tlu^Qoeea iscM 
VMr ]iUg|hC"innd» ^ gee a Trick bf '1X9 
but fhMild the Qiice(i.bc on four LBftlhaiuf» 
^nd yen play ibe Aee^ and itrara the Kiwn;, 
gtbiftiflg tfa»r your Left-hand AdviSrfiuyiplajr- 
ed t)irQueKn» vai ha o«ahi ttrcaiiily mdo, ic 
is above Ewe tb One,. «ipc> the Tm-kriwift 
the Hands of Owt of yoUr Adver&rics, and 
dierrfoK» b^ playli^ dna y«a can g^n jio- 

. X* InCafe yoar Firtoer leads the Board: 
«ftk' the Ace of TtotnfK, and you have 
Klngt Kwde, snd One fimllTvump^ if you 
play the KutT, and Mnira: the King* it ex- 
actly anfwers the like Pufpt^ of ths fbrego- 
iae Rule. The feme Me^iod naay be prac^ 
twdtii^«dierS(KJ. 

: 'XI. If yvuliaveKjf^^ QuseK, andTwo or 
Three faiall Cards in any Suit, you may lead 
s'fiMltOne, if you ate ftning in Trumps, is 
being Five to Four that your Paltner tus aft 
Nonow in -tliat Suit; ; but thould he be weak. 
in Trumps, you ought to play the King lirft. 

' Xlf. Y4s> Advarlary o* die ' RigM-hand* 
pUys from- a-Suic of which jon have King*, 
i^en, and Two or Thiee fmall Cards ; if 
yeu are tttwig ift Ttucnpa yau^ may pais tt^ 
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&r 'tis DOC unlikely that your Paicner hatabctttr 
Card IB Chat Suit dnn the third Hand j twt 
if not, you need not feari but by theStrcngtb 
of your Trumps, you will make that Suit. 

XIII. If your Adverijuy on the Right- 
hand pUyt iiom a Suit, of which yw hold 
King, Queen, and One fouU Card, no mat- 
ter whether ir be in Trumps or not i and you 
hold Queen, Knave, and One fmall Card^ 
anrwo* ic with your Knave j and if you have 
Knave, Ten, and One fmall Card, give thQ 
Ten : Thus by playing the iecond Beft, your- 
Partner imagines you have a better Caid or 
Cards in the lame Suit. 

XiV. If being, ftrong in Trumps, yot* 
fiiould' have Ace, King, and Two fmall CardS' 
in any^ Suitr fliould your Right-hand Ad? 
Tcrfary play in that Suit, you may pafs itv be^ 
<aufe 'tis an equal Chance that your Pattnec 
has a bcccer Card in- that Siut than the thir4 
Hand -, and if it fliould prove fo,. you wilt 
get a Trick by it j^ but if not, as you aro' 
itrong in Trumps, you need not doubc bi^ - 
10U will make your Ace and King. ^■ 

XV. Should you hold the Ace, Ninci an4> 
Eight, or the King, Nine, and Eight, or thfl 
Queen, Nine, and Eight,, and One fm^JV 
Truipp, if your Partner leads the Ten,, pafii- 
it, becaufe you are fure of making twoTri9k%. 
except the three Honours lie behind you. 

XVI. If you have a Mind to deceive youir 

H. 5. Adv«fr- 
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Adverfary, when he on your Right-hancf 
plays from a Siut, of which you have Ace» 
King, and Qiieen, or Ace, King, and Knave, 
play the Ace ; which will encour^e him'to- 
play that Suit a^n. Perhaps your Paruer 
may be deceived likewife, but the Deception- 
of your Adverfaries is of greaur Confer 
i^uence i for had you put the lowcft <rf" the 
i'^e-maJoTy or the Knave in the othw Suit," 
your Adverfary on the R^hthand had dif- 
coreied dtat the Streegth of that Suit was 
^ainft him, and confequently changed Suits. 
XVII. Of two- Suits in your Hand', in- 
one you hold Ace, Ten, and One fmal? 
Card ; and in another, the Ace, Nine, and 
One fmall Card > Which of thefe Suits fiiould" 
you lead from ?■ A. That in which you hold' 
the Ace, Nine, and One fmall'Card ; becaufe 
it is an equal Bett, that your Partner has a- 
. better Card in that Suit than the 1^ Played: 
But if not, fuppofe then, that your Adver- 
fary on the Right-hand leads from the King- 
•r Queen of the Suit, of which you have the 
Ace, Ten, and One fmall Cand i in this Cafe 
ie is an equal Bett, that your Partner has io. 
that Suit a better Card than the third Hand \ 
ind if fo, upon Return of the Suit, you will' 
ke Tenace, and will very probably get thrco 
Tricks ia that Suit, 
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SekffCAna. 

I. T F by the Courfe of the Plmryou juJge 
X your Advcrlaries to have Three or Four 
Trumps Fcmahiing, and nekhcr your Part- 
ner nor you have any, you ought not, if yow 
em avoid it, force one Hand to trump, and 
let the other throw away a h>fing Card j but 
try if you can fait your Partner^ Hand, if 
Tou bare noting good in your owdj and fo 
hbder them fK>ni- making their Trumps fe^ 
parate. 

It. Suppofe your Partner fliourd' fead the 
King of a. Suit, of which yeu. have none ; irt 
tiita Cafe you are to pafs ic, and throw away 
a lofmgCardy which wilt make Rootn for hia 
Suitj unlefi your Right-harui AdVerfary 
fliould play ike Ace^ then indeed you munf 
trump it. 

III. ^5 become Partners agathft CD; 
Nine Cards are play'd out, and fo are Eighc 
Trumps, J has only one Trump left, and B 
his Pariijcr has the Ace and Queen of Trumps, 
thrir Adverfaries € and B have the King and' 
Knave of Trumps between' them ;Ts £ in this 
Cafe to play his Ace or Queen of Trumps 
i^nthe Knave I A. His Ace, becaufc B ha- 
ving four Cards in his Hand, and C only 
Three* it is Four to Three in B's Favourj 
tkit the King' is- in DV Hondi If we reduce 
the 

r A.,OOglC 
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the Cards to a lefit Number, the Odds is ftill 

in Favpur of ffs winmng a Trkk. The fame 

DircAioa will lerve ia playing any of the 

otberSuio. 

IV. Your Piutner leads the Boacd widt & 
Queen, and your AjdYtrdaf an the Right- 
himd wins it with hia Ace, and returns tbii 
Suit } don'c trump it, tho' you ihould bok 
have One of it in Hand, but throw away a 
lofing Card, which will open a.Way for youi 
Partner's Suit. But if you play for an odd 
Trick, and are weak in Tnunps, then io^ 
deed you may trump ic. 

V. You have only tlnce Cacdl left ih your 
Hand, namely, a lofing Cardv a thirteenth^ 
Card of any Suit, aud a thirteenth Trump r 
Which of ehele three Caids muft you pky i 
A. The lofing Card ^ becaufe, if you play the 
riiirteenchCard firil, your Advcrfaries, mind- 
ful of your Trump in Hand,, will not pa& 
your lofing Card, lb that you. play 2 to i a- 
gainft yourfelf. 

VI. You hold Ace, King,, and One fmalti 
Card of a Suit, wiiich is led by your Advert 
£iry oa the Left-hand •„ you have iikewife 4^ 
finall Trumps, but no good Suit to lead' 
from \ your Right-hand Advcrfary puts up' 
the Nine, or a lower Card, you are to win is 
with your Ace, and return tiis Lead with a 
fniall Card of that Suit \ he. will im^ine diat 
the King lies behind hini„ and fa will uot put 

up. 

~ ■ r .UOOgIC 
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«p KitC^fcri i£ hciim'At imi. thw vtry fioi* 
bpfafy^yoH w3l gaifi^ Tiixk, aod ikew yow 

fioaU Ciurcbbr a^Sok whibhitts iloiikfteB ^-: 
ed i aod it's evident tt jou, that your Pftrt- 
Bsr hat the lafl: Thtmp ; How muft you. play 
cbefe Cafeds IV tht bsib Adranagf ? A Lead 
a- ftna&CEtfdin tfaa'e Suit; lt>ecim& it iftati 
eqaal BtrO, ittuc ypur FArcner bai » ^ter 
Card IB tc tbm ibc hih Flayer » wbic^ if hfr 
kas, «id there are RD more than thm Gacd^ of 
chacSiut in aoy tme Haod, you will win four 
or fiv« Tiicks'in tbat Suic^ but flieul4 you. . 
play the Ace- and King of diat Sw, it is 2. 
n 2 t^airlft: yaw Partner's liolding the C^9ea» 
and tbotefoK: 2 to t> that ynu get oQly. pnc^ 
Tricks in that Sait. You. ouiy take ihe fapie 
Method when all the Trumps ue played out» 
if you on ftrong enough in other Suiu ta 
bfi^ ill idtis-i fo. that by this. Method pi 
Play, you inltiiEduce tiixCldds of a to 1 a- 
fftaxHtyou, to an equat Chance^ and' perhaps 
gain three Tricks by if. 

VIII. If early in t6e Deal yoHt Partnci 
forces yon to trump a Casd, you mult ima- 
gine ^isi. to be. ftroog In Trumps i exceps 
you fhould best' tlie Idiots of 4.^ 9, and 
iberefore you may play Trump if you ai^ 
ftttty iit^i% io'tbesi. . 

IX. If you want your Advedacy to [^ay 

,Trurops» 
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Tttunps, *tid yottr Paitner has led a' Stift of* 
which you have the Ace, Knave, Tea, Ninev 
and Eight,, w tBf Kiiig,KnaTC, Teni'jfiiie, 
:lnd Bight, yOO a#e ct^ p]:^ chr b«eft cf dther 
Suit, which if tUe Adi^daiy wins, lu iWl 
probaWy play Tramf*. 

X. Being at the Foinc of 8 yon-call, bac 
your Partner having no Honours xkies . noc 
artfwcr ; you have the King, <Qoe<tt,..«]d 
Ten-, Che Kii^^ KAare, and: Ten,. or ihc: 
Queen^ Knave, and Ten of Trumps r- when 
Trumps arc played, put <iue die Ten, wjuch 
informs your Partner, that you hold two Ho.^ 
tiours, and he will fiitt his own Play thertfo^- 

XI. You- faave:a Suatt-,m^or,jind.'On^ 
OF Two more in tiie &me: SUtt^. aud y«u lani 
defirous your Pattnet Ihould knowithat-you 
have the Command ofi thacSuit ;: tO'de tbisv. 
you muft throw away the Aob; of that Suic 
upon any Cand ihat:is: played^ of whidi yoit 
have none in Handr wiuchiwiji fatiafjr kitOr- 
becauft it's vm^t pwAible that ildthcrof ywie 
Adver^tries have mon: than: Throe in thsCi 
Suit. Ufe the fame Method if you, have a 
§iiafi to a King-} if the, Aoc ifr played out,, 
you may throw away tiie King y: in a ^ai* 

' to a Queen (if the Ace and King- ane played 
out) you-Qaay. throw away.ihe Queenjf and f»i 
in all ififeriot Siquc[itt,^,imnng <lihe bcil of 
them in your Hand i vfiach Aurws your Pait^ 
ner the Condttibii.of ybuc Gam& 
X1I< Suppole your Adverfary on your. 
^ Riglit*- 
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Right-hand, being at thie Point ef 8, &ould 
call, but is not anfwered by his Parener ;. at 
the fame Time yoii have King, Nine, and a 
fmaU Trump, or the Queen, Nine, and 2 
AnsU Trunsps, when your Partner plays 
Trumps, an^rer htm with the Nine ; i<x it 
is 2 to 1 that the Ten ts not behind you, fo 
will your Nine come in advantagcoufly, 

Xill. It's a common Praftice among mid- 
dling Players, when a King is turned up on 
their Left-hand, and they have only the 
Queen and a fmall Trump, to play out the 
Queen, in £xpe£tation that the King being 
played upon it, their Partner will win it with 
his Ace ■, whereas it is 2 to 1 that their Part- 
ner has not the Ace i, but if he has, it is giv- 
ing, two Hoi^urs for One, and eonlequent- 
iy a weakening oi their Game ; and nothing 
but the Nec«ffity of playing Trumps flwuld 
iDduce them to play in this Manner. 

XlV. It being your Lead, and you have 
Ace, Kii^ and Two or Three or more of 
the Suit, when you play your Ace, if your 
P^tner plays the Ten of Knave ; in another 
Suit you- have one Card only, uid Two or 
Three fmall Trumps only, you are to play 
*e finglc Card, in wrdcrlo eftablilh a Saw, 
which will have this Coniequenee, that, upoa 
^ing that Suit, your Partner will have an 
^ual Chance of having a better Card in it 
than the laft Player : Now, if he had led thai 
Suic 
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Suit to faa, ia which it's fTcAxiAt he was 
ftroRgeftt yotnr Adverfary might have diico- 
Tercd your Defign of eflaUilhii^aSaw, and 
by tnm^ing abaOt, bore hiadepHt your mak- 
ing your iinalt Trun^ : TtnM will^ynof 
Fanner readily difiixrn the Rndbtis that in- 
duced you to change Suits > and direct his 
Flay accordingly. 

N. B. See-faw is when each Fanner trumps 

a Suir, and they play thgfe Suits into 

each other's Hands. 
. XV. Put a Cafe. ^ £ art! PaRners ^ainft 
C D i C or D Ins the cmly Trump kit » ^ 
holds ^ or 4 wiiintag Cards of a Suit ^ready 
I^td, and an Aoe and a fmall Card in aso- 
tber Suit : In tJits Cafe fliaU j4 Chrov aWay 
coie of his winiMig Cards, «r dw fmatt Cml 
which hs holds v^ bis Ace ? A. He ought 
to throw away oae of his winnti^ Cards, for 
this Reai<mi that if his Righ&hand Advcr- 
&ry c4ay to tus Ace-Suic, he may pals it, 
and 'fo his Partno' S he an equal Cunce te 
hold a better Card in chat Suit than the third 
Hand » if he fliould be To lucky, and has 
hkewife a forcing Card, or a Qmd. topl^ to 
his Parmer's Suit,, in ordo* to bring om the 
laft Trump, by his reninining Ace he brin^ 
in his wnning Cards. Bet '^ A had thrown 
away his fmiil Card %a his A£e-Sutt, and 
that suit had been led by his Right-hand Ad- 
vorfary, he muft hjavtr played his AcCj and lb 
hare 
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hare loft fcuiK Trick* by this Way aS play- 
ing. , 

XVI. You bold Ace and Deuce of Tmmps, 
and dK. ftrong Intiie other thne Suits, you 
muft lead win your Ace, ind follow it «iih 
your Vkace of Trumps, chat fi> you may put 
the Lead into your Partner's Hand, in order 
to gpt put 1, Trump* for i j if the laft Playef 
vins'that Trick, and leads a Suit in which 
you faaTtt Ace, King,Mid2 or 3 more. Jet it 
pa&i for it it an equal Betr, that in that SuiC 
your PMtner has a bdtter Card than tim thu'd 
Hand ■, and if he has, it will be in his Power 
to get out two Trumps to one > whrn if i» 
ymn* Lead, you mun: try to force out i ^ 
the i TrutnpB (bat ttre left, if 1 1 Trump* 
have been played out^ and it's great Odds but 
your Partner haj i &rthei rtmMningTrurnps. 

XVII. Ten Card& have bc^n played out, 
and you hare Reafon to beliave that three 
Trumps remain in the Hands of yeur Left- 
band Adverfary, f *». Twofmall Ttumps and 
.tbd beft> you have Only two Trumps, and 
your Partner none i yoUl* Right'hand Adver- 
fiaj plaf » a thirteencht or feme other winnins 
C^txl, yoUF ht& way will be to pais it, whic£ 
wflletiftyouaTricfc. 

: :5dV«^Ttii\Carel^ have been pfe^d out, 
tt4 rsu hai« ' a &iic in irhich are dteKing, 
tmi and a fmall Card<< not yet h:d;'y(W 
ItoVti Kkewtie vrta £x Tricks } your Partner 
- kads 
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leads to your Suit, and there is neither 
Trump nor thirteenth Card in any Hand, you 
are not in this Cafe obliged to fiAy yciUT King, 
unlefs forced to it by your Advei^y's putting 
on a high Cand ; for upon the Return of that 
Suit you will make your 'King, and likewife 
the odd Trick, which makes a Difimaice of 
2. If there ihould be 9 Cards jdayed our^ 
and under the like Circumftance, the feme 
Method of Play is to be obfervecj*' wiefe by 
the gaining of two Tricks^ you- can either 
prevent a Lurch, or win or lave a Game. 
■ XIX. You arc willing your Partner IhouId 
know the State of your Game ; in order to 
which, we fliall (uftfpSi you iair^ a Sgart' 
i^jer in Trumps, (otway other Four trf" the 
belt Tnnnps} when you ve forced to trump 
a Card, do it with your Ace, and-then throw 
the Knave ; <x win it with the highest of any 
of your ««her Four bed Trumps, and then 
throw the loweft, which wijl fuSiciently in- 
ftruft your Partner in yoW Game, a»d be th^ 
Means of winning feveral Tricks } this Rule 
may be pradifed in otl^r Snits. 

XX. JB are Fanners ag^inft CD j B ha& 
the two beft Trumps, and the Queen, -Knave, 
and Nine of another Suit ; A h^s n^tber Ace> 
King, nor Ten of that SiHt, : B is to lead it : 
What Card mufl: he f^ay to.glve hi^n a probajb^ 
Chance of winning » Trick in that Suit \ A. 
Let him play the Nine % for U isjoniy 5 to 4 
a^inft 
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. agwiA; him, that the Ten is iicid by hi* Left* 
hand Adverfiuy > who, it is about 3 to i, 
holds die Ace or King, and therefore B will 
loft his Queen or Knxve if Jie plays either o( 
them i- and' fo .rcduoes jtiie Odds of 3 Co i 
ag^nfl; him, to 5 to 4 only. 

XXI. When you an: at the Point of 8, if 
your Faitncr calls before the proper Time, 
you are'to j^y a>Trump to hibi, tho* you 
fliould not be (bong^in Trumps or Suits, fwcs 
as he calls before he is oU^ed fb to do,' it is 
a Proof that he is -ftrong in Trumps. 

XXII. You hold die Ace, King, and Three 
or Four fmail Cards of a &iit i^iich has not 
been played, and you have good Reafon to 
believe your Partner holds die laft Trump .^ if 
it is your Lead, throw a fn?all Card in that 
Suit, it being an equal Bett, that ycur Part- 
ner holds a better Card in it than the laft 
Player, and if he does, the Chance is in your 
Favour, that you make 5 or 6 Tricks in that 
Suit : But flXHitd you play out your Ace aoa 
King of that Suit,: it'^ 2 to 1 tlut you make 
bijt two Tricks in it, becaufe it's z to 1 ibat 
your Partner has not the Queen ■, and thus, to 
^in one Trick only, you run the Hazard of 
lofing 3 a* 4. 

XXUL Tour pattnei- has tbe Ace, Qutsep, 
Kiiavt:^' ^nd' rmiif mare in. one Suit, from 
^hi(!h be leads the Ace, and follows it with 
his Qtitcn i if the King, and a fmall Cards ot 
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tiiat Siitt is in ycur Hand^ win ^ Qifc<n 
wicb die Kii^» and if you an ilrong in 
Tnnnps, dfacithrBpifrd.ofsheoii »d tfeen 
playing A fituU Card «a Ms ^tod Soib. jTDU 

■ ■■ ■ " -irfiStAHfc- :. - ■ . 

4Mdtt ^holdi tim KCtig, Krarci Iff'mt, and 
Seueo «f a«bs, 'tiMx weTswn|«t B.j^|wrr- 
il^'^ inDuoKiiKlK B'Tiw^'A^V iaHtvita, 
and the Aoe anrf Kipa af ^aite8.^giM jine 
Diamonds* cwo %acleit and c«o Howts, •-* 
2)boIdstbeAce, Queenv Ten, eladEigbcof 
Tnin^, vich nint Spadn. — C hw. five 
Tnimp&aad d|^t Hants.**- J'ieiids n Tw vp, 
which i) wins, DfH^is aSpode wJ«c& C bK 
Partner crump ; C leads a. Trump, ^btfh Z) 
win? } £> leads a Spade, which C trumps 4 C 
t4ays a Tnimp,. whick, £) wm»; »n4t m D 
b» the beft Tmmp, ite plays it( ZJ Uwn 
plays fais levcn Spades^. and wiitt^tJiilin aiX% 
uid thos j^ £ are ifamiti. 

DiRCCTiOHS ^B ptrtuuldr Casu. 

ACE ia.tanicil.bp«n you; itigt^-hMid, 
and ^mi bold ^: T^o aijd Njoc .of 
Trumps only, with Ace, Kiog^ pndQueva 
of an«ber Suit, ami 8 Cards of no ^aifi- 

;_^„^,^,^ancc: 
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cttace : Hew are tou to pky the Game f A. 
Y\Kf die Ace cf tout htSt Stat* which informs 
your Partner* diat J9A hofe die Common) 
diHV ; next pl^ yoKT Ten of Trimips, for 
k is 5 to 2 duft your Partner has King, Queen, 
or Knave of Tramps i now, tho' it ba 9 to % 
that he lias net two Honours, yet if he uiould 
be lb lucky as to hold thnn* fuppole the 
King and Knnxe, he will pats your Ten of 
Trumps, arid it is 13 to 12 a^^nft the laft 
Player, that faa boUs die Q^iS ^f To^r 
Partner has it not ^ ycHir Partner having got 
the Lead, plays to your good Suit ; and 
when you have tte lJ»Ay you play the Nine 
of Trumps, which puts it in your Partner's 
Power to win the Queen, if fhe lies behind 
him. Thus, if you play by this Rule, your 
Advcrikry's niming up an Ace, wJH be ren- 
dered of little Advant^. 

IK When you fee a King or Queen turned 
up on your Right-hand, you are .to play in 
the Ctme Manner, as difcdci^ by fhe forego^ 
ing Artidci but always obrcrveyopr Partner's 
Ability, which an accurate player can turn to 
good Accoont. 

in. You hare the Ace and Four finall 
Trumps, with a good Suit % your Right- 
band Adrerfary- leads the King ofTrumps,- 
Vhich it will be to your Adviptage to pafs, 
tho* he fhould have the King, Queen* and 
Knave, and One more of me l^e'in his 
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Hand* if he is a mkidliBg Player, be wiU 
|dj|7 the fmall Ooe, qMcljiding thac his Part- 
□er holds the Ace ^ this you muft. likc'Wile 
rals, bcCMife it is. an equal Betr> : that your 
Partner has a b^^cr Trump- ^lan the loft 
FUyer % and if he has» he will fuppoie you 
kaye fome fpccial Rcafonfor playii^ thus, 
an^ will therefore play his third Trump if he 
has i^ if not, lu will lead with his bcK Suit. 

^^mntbe odd TtLicKi^on the Pinch vf a 
Game. 

IV. A B axe Partners ag^ft C 2) ; the 
Game is Nine all ; the Trumps are all played 
out ; the iaft Player is At who holds the 
Ace and Four other fmall Cards of a Suit, 
befides One thirteenth Card ; B holds only 
Two fmall Cards of A't Suit ; of the fame 
Suit, C holds Queen and Two other; fmall. 
Cards ; of the fame Suit, D holds King, 
Knave, and a fmall Card. A and £.have got 
three Tricks -, C and D have gained Four 
Tricks i' A therefore is to get four Tricks 
out of the fix Cards in Hand to win the 
Game. C leads his Suit, upon which D puts 
his King ; A lets him win it j £> returns chat 
Suit, which is pa&d t^ A^ and C takes it 
with his Queen ^ C and D then have got fix 
Tricks, and C fuppoling that his Partner 
holds the Ace of thu Suit, returns it, which 
puts 
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puts it in ^s Power to win the Four la& 
Tricks, which gives him the Game. 

v.. You hold the King and five fmall 
Trumps, and your Advcrfary on the Right- 
hand plays the Queen, you are not to put the 
King upon it, becaufe it's poffible your Partner 
may have the Ace i and if your Adverfary 
holds the Ten, Knave, Queen, and One fmaU 
Trump, it*s an equal Chance, that the Ace 
lies fingle in the Hand either of your Partner 
or Adverfary; in neither of which Cafes 
fliould you play the King ; but if your Ad- 
verikry leads the Queen of Trumps, in this 
Cafe you had beft play the Kinr, if you have 
two or three Trumps more-, for it is right 
to lead from the Queen and One fmall Trump 
only i for if your Partner has the Knave of 
Trumps, and the Ace is held by your Left- 
hand Adverfary, your not playing the King 
will lofe you a Trick. 

Directions to pl^ fcmt- f(trl%cular 
Games. 

YOU have in your Hand King, Queen 
and Knave of one Suit, Ace, King, 
Queen, and Two fmall Cards of anotH?r Suit, 
King and Queen of a third Suit, *\vitli fliree 
fn:iall Trumps; In/this Cafe,, .your', beft El^y 
is, to begin with" Ace of your-bcft'Suirj 6y . 
which your Partntr will know yon have the 
■ ■ ■ ■ I ■ ' Cbmman'd 
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Command of that Suit ; if this goes round, 
dicn plajr a Trump i but if you pcrcdve your 
Partner is not able to fupport you in Trumps, 
and that your weak Suit is played to by your 
AdTcrianr j then j^y the Ki^ oi your bcft 
Suit, and if you Ibe a Likelihood that that 
Suit will be trumped^ then play the King of 
the Suit of which you hare King, Queen, 
and Knave. But if your Adrerfaries Ihould 
not play to your weakeft Suit, then, tho* 
your Partner can afford you no Aflifhince in 
Trumps, yet you muft trump away as dtrn 
as you get the Lead. Thus, tho' your Part- 
ner fiiould hold but two Trumps, aiid your 
Adrerfaries Four each, in three Rounds there 
will remain but two Trumps againft you. 

You are elder Hand, and have C^een, 
King, and Ace, and One fmall Trump, and 
Five in Sequ«its from the King in another 
Suit, with Four other Cards of no Account : 
Play the Queen of Trumps firft, then the 
Ace, which informs your Partner you 
have the King. Now you are not to play 
Trumps the oiird Round, till you have got 
the Command of your gteat Suit ; and by this 
Means, you will likewife Ihew your Partner, 
that you have ftill the King and one 
Tnimp more; for, fuppoGng you had the 
Three chief Trumps and two ukuc, and 
Trumps had twice been play'd, you would 
is^ no Damage by playbg the King the 
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thira Round. In playing Sequents, lead the 
loweft Brft, and if your Partner plays the 
Ace, it tnakea Room for your Suit } and 
he being thus ^priz'd of the State of your 
Game* if he has a Trump or two left, he 
wUl pky Trumps to you, and it's hi^^lf 
prob^le, diat your King will fetch all the 
Trumps out of your Adverfarics Hands. 

Again i you are fccond Player, and hold 
in Trumps Ace, King, and Two fmall ones, 
in another Suit a ^inl-Major, Three fmall 
Cards in a third Suit, and One in the fourth 
Suit, Your Right-hand Adverfary leads 
with the Ace of your weak Suit, and follows 
witb his King, in which Cafe you muft not 
trump it, but throw away a lofingCard, and 
fo if be plays his Queen ; and it he plays it 
a fourth Time, you muft do the lame, from 
a PerfuafKMi that your Partner will trump it, 
who will then play a Trump, or elfe to your 
fhong Suit. When you have got the Lead, 
proceed with Trumps for two Round<!, and 
then go to your ftrong Suit, and if One of 
your Adverfaries Ihould hold four Trumps, 
and the other Two, which is pretty near the 
Matter, .and it being reafonabte to fuppofe 
that your Fanner has three Trumps out of 
the Nine, therefore your Adverfaries having 
only Six Trumps between them, your flrong 
Suit will Wng out thdr bcft I'nimps, and 
by that Means, ^va you on Of^xHtuntty of 
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making the odd Trick by your own HSad : 
But had you trumped one of your Adver- 
yerfaries bell Cards, your own Hand would 
have been fo weaken'd by ir, that, in allPrp^ 
bability, you would not, without your Partr 
iter's Help, have made above Five Tricks. ., 

But farther} you have in Hand Ace, 
Queen, and- Three fmaU ?"f"'"ps v Ninci 
Ten, Knave, and Ace of another Suit-; and 
Two fmali Cards in each of your other Syit^'i 
your Partner leads to your fccond Suit» to 
which, to deceive the Adverfary, you muft 
play the Nine, upon which the Advcrfary, if 
he wins that Card, will play Trumps j as 
you muft do as foon a,s it, comes to your 
Turn, ftill keeping the Command in your 
own Hand. Should your Adverfary, who 
led Trumps to you, throw one which your 
Partner cannot win, he will, if he has no good 
Suit of his own to play, return your Partner's 
Lead, fuppofing that Suit .to be between 
your Partnef and his. You may, by this 
'Fineffe gain feveral Tricks, and feldom be a 
Lofer. 

Once more ; you have King, Ace, and 
Three fmall Trumps, a ^art Irom a King, 
and Two fmalt Cards of another Suit, and 
One fmall Card to each of your pther Suits ; 
your Adverfary leads the Board from a Suit, 
of which your Partner has ^art-major^ who 
ytias it wilh his Kpave, and then plays the 
Ace; 
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Ace ; to this you throw your loofe Card. 
Your Partner then plays the King, which is 
trump'd by your Adverfary on the Right- 
hand, perhaps with his Knave or Ten ; yoii 
muft not trump above him, -which would 
weaken your Hand too much, and, it may 
be, occafion you the Lofs of" two or three 
Tricks : But fhould he lead to the Suit of 
which you have none, you muft trump it, 
and then play the loweft of your Sequenfs ; 
and if by that Means you can get the Ace 
out tif -the Hand either of your Partner or 
Adverfary,. play, when you .get the. Lead, 
two Rounds of Trumps, and then try your 
ftrong Suit. But (hould your Adverfaty, 
inftead of playing to your weak Suit, trump 
about,- proceed with Trumps for two Rounds, 
. by i«4\Lch -y<xi will get the -Gcmmand of 
your ftrong Suit in your own Hand. . 

Instructions hew to know the Strei^th 
cfyeur- Partner's Hand, 

i-'XT O U; lead from a' Suit, of a Queoii 
X Ten, Nine, and Two fmail Cards' -, 
the lecohd Hand throws the Knave, and 
your Partner the Eight; now, as you have 
Queen, Ten and Nine, it is evident, if he 
underftands the Play, that he has no more 
of that Suit. Upon which, if you are ftrong 
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in Tiumpt, you may force him to trump 
that Siw, or play any other. 

I!. Ycai hdd King, Queeoi atvi Ten of a 
Suit, if you lead the KiAg, and your Partner 
throws the Knave, it's plain he has no more 
<^tbat Suit. 

III. Suppofc you have a Suit that nmfifts 
of aKing» Queen and leveralmore, and you 
pky the King firft, it is ibmetimes good PJay 
in your Partner to take your King with his 
Ace, if be has ooly a fmaJl Card more of 
that Sort ; for, if he is very ftrong in Trumps, 
be wilt, upon this, trump about, and when 
he bas got out ^1 the Trumpt, he goes 
back to b^ Partners Lead, and gives 
him an 0[^>ortuaity to tpake chat wlwie Suit, 
which very prob^y could not hnc been 
done, had be kcm the Coawtand in Us 
Hand. 

But granting his Partner has not a good 
Card in his Hand beAdes that Suit* he will 
find no Diladvantage in lofing his King by 
the Ace i but if he has a good Card to ^ng 
. in that Suit, he vill, by thia Play, get all 
the Tricta in that Suit. And by this Pla^ of 
Toor Partner, you have Reafon toi fuppofc he 
has One of that Suit Go return you i therefore 
you muft keep thai Suit entire, and even yow 
King and Queen guarded. 

Haw 
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Haw to dettht and Hfirefs yam- jfdverfmu^ 
and let your Partntr into your Game. 

HAVING Ace, King, and Three fmall 
Ones of a Suit, I play the Ace \ ths 
1^ Flajrer having none of the Suit, refufes 
to trump it i if I am but thin in Trumps, I 
muft not play the King, but bold the 
Command oi that Suit by playing a fmall 
One i by vrtuch Method <^ Flay hii Game ii 
weakca'd. 

It happois that I have none of the Suk that 
is led, and I have good Reafon to believe, 
that my Partner has not the belt Cards in that 
Suit.i now, in order to deceive the Adver- 
Ivy, I throw away my ftrong Suit % but when 
my PaKner has the Lead, for bis Satisfaftioa* 
1 throw away my weak Suit. This Method 
of Play feldom fails of Succels, uolels you 
«% among Gamellen. 

How to gain tbrie Tricks kf ri/pitng theLofs 
ofOno. 

L /^ L UBS are Trump«» «id your Ad- 
\^ veHary playi a Hearty your Part- 
oer throws away a Spade, bccaufe he has none 
of the Suit ( from whence you conclude that 
your Partner's Hand confifb only of two 
Suits, Trumps and Diamonds j you win that 
I 4 Trick, 
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Tiick, but as you are weak in Trumps, you 
are. afraid to force him ; you hold King, 
Knave, and One fmaJl Diamond, and your 
Partner has Qusen and Five more of the fame. 
Sort, by playing the King in your firft Lead, 
and your Knave in the ftcond, you and your 
Partner may win five Tricks in that Suit. 
Now, had you led a Cnall Diamond, and 
your Partner's Queen been won by the Ace, 
the King and Knave ftill in your Hand, would 
hinderthcRunofhisSuit : And tho'hefliouid 
hold the long Trump, yet that having been' 
forced out of his Hand, by leading a fmail 
Diamond, you lofe three Tricks in that Deal. 
■ Ih You hold Queen, Ten, and One fmall 
Card in your Partner's ftrong Suit, which 
you will difcover by purfuing the Method in 
the foregoing Example j your Partner holds 
, the Knave and Five fmall Cards in that Suit j ' 
it being your Lead, you throw the Queen, 
and after that the Ten : Now, if he has the 
long Trump, by playing thus, he makes 
four Tricks in that Suit ; whereas had you 
play'd a fmall Card in that Suit, his Knave 
gone, and the Queen in your Hand in the 
ftcond" Round of playing that Suit, and the 
long- Trump forced from him, the Queen 
left in your Hand prevents the Succefs of th^t 
Suit, and fo you lofe three Tricks in that 
Deal. 

m. In- the two foregoing Examples you 
have 
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have had the Lead, . and' been able to make 
the belt Cards in. your Hand of your Partner's 
ftrong Suit, with a View to make good, the 
whole Suit : But now your Partner is to.leK^ 
and hy his.P]ay you obferve he .has Orte giestt 
Suit J that is, he has King, Ace, and Fouf 
fmall Ones, and you the Queen, Ten, Nioe, 
and a.foiaU One of the lame Suit ; your 
Partner plays ithe Ace, to which youithto* 
the NiDO i he next plays the King, ' and .' yOa 
givebiin the-Ten^fo that in thethird.Round 
your Queen will come in, and .by haying' a 
Irnall One left, you give no Hindrance to 
your Partner's great Suit : But had you kept 
your Que&n- and Ten, and your Advcrfaries 
h4d played the Knave, you Riuft .have. .Joft 
two Tricks in that Deal. ■ \ .j 

IV. You obferve, by your Partner's Play, 
that he has One great Suit, of which you have 
King, Ten, and a fmail Card 5 he lead? the 
Ace, to which you play the Ten, and the 
next Round your King ; this will remofeaH 
Obftruftion to your Partner's great Suit, ■'■>■; 
'. y. You; find by your Partner's Ptay, llfit 
he has got Ace; King, and Four fmall Cardk 
ill. his great Suit of ■ which you have 'the 
Queen, Ten, and a fmall Card -, on hiepl&y^ 
ing the Acf, throw you^the Ten, and>*iieh He 
plays tlht King, (town wtith your Quteei^i'tflwi 
will you get four Tricks by only tifquingibifti 
•J. Vl.-YourPatrnrt- has th^' Ace, King;- ftnd 
, , . -15 Four 
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Four linall Ones in his flrong Suit, of which 
you hold the Queen, Ten, Nine, Eight, and 
« fmall One t when he plays hi& Ace, ^ay 
jaa the E^fat ; when he throws his King, do 
you anfwer it with your Nine i all of that 
Suit being now played out but what you and 
your PjDtner hold, go on to play the Queen, 
and then the Ten ; you having Aiil a fmall 
One left, and your Partner Two, you will 
thereby gain a Trick, which you onild no 
otherwiie have done, but by playing the b^^ 
Cards, and reierving a linall One to lead to 
your Butncr. 

DiRicTioKS fer flaying the Game, when 
<M Hemur is turned up en y«ur Rigki-beiut 
orLefi. 

I.\rOUR Right-hand Adverfary tumi 
X up a Knave, and you have the King, 
Queen, and Ten ; now the Way to get bU 
&i9ve, is to lead witb your King, wherct^ 
your Partner will judge that you hare the 
Queen and Ten left, efpecially if in your 
fccond Lead you do not play the Quten. 

II. The fame Card, thie Knave, being 
turned up again, and the Ace, Queen, and 
Ten being in your Hand, by playing the 
.Qoeeo, you wiU 5nd the Succefs the fame as 
W the lad Rule. 

III. If your Right-hand ^Man turns up the 

. • Queen, 
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Queen, and you have Ace, King, and Knave, 
vhy your ]Gn^ and the Event will tw the 
uune at above. 

IV. If your Left-hand Man turns up an 
Honour, and you have no Honour, your Way 
will be to play Trumps thro* that Honours 
But fbould you hold any Honours except the 
Acey you muft be exceeding cautious in [4ay- 
iag Trumps | for fhould your Partner bold 
BO Honour, your Adverlary will turn your 
own Game upon you. 

- Ca UT I ON s M formg jottr Partner. 

yd B are Partners 1 A holds a ^iM-mtjor 
in Trumps, and in another Suit a ^int- 
ntajer and Three fmall Cards, and has tht 
Lead \ the Adverfaries, C and Z), have ooly 
Five Trumps between themj A having the 
Lead wins every Trick. 

On the other Hand, C has Five fmall 
Trumps, and in another Suit a ^im-majer 
and Three fmall Cards, and has the Lead, 
and forces A to trump ftrft, which hinders 
A from getting more than Bve Tricks. 

Suppofe another Cafe ; A and B are Part- 
ners ; yj has a ^art-major in Clubs, the 
:&mc in Hearts, and the fame in Diamonds, 
with the Ace of Spades : Imagine too, that 
C has four Trumps, e^ht Hearts, and one 
Spade ; D holds five Trumps and nght 
Diamonds j- C leads a Heart, which is 
I 6 trumped 
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trumped by D, who plays a Diamond, which 
is trumped by C\ and by thus playing- the 
Saw, each of them trumps a ^art-major of 
iTs, and C leading at the ninth Trick, plays 
a Spade, which is trumped by D ; thus are 
the Nine firlETricfcs won by C and D, and 
^ gets only his ^art-major in Trumps. 
■ This Ihews, that whenever you can fettle 
a Saw, it is an Advantage not to be neg- 
lefted. 

DiREcTfONs on turning up the Ten er 
Nine. 

I. "VT" OUR Right-hand Man turns up a 
\_ Ten, and you hold King, Knave, 
Nine, and Two fmall Trumps, and in your 
other three Suits, you have eight Cards of 
ho account ; if you think proper to trump 
about, lead with the Knave, fo you may pre- 
vent the Ten from making a IVick ; now, 
tho' your Partner fhould not hold an Honour 
(th»' it is Five to Four that he does) yet by 
fineiling your Nine when your Partner plays 
Trumps to you, you will certainly catch the 
'I'en. 

II. The fame Purpofe will be anfwered 
when a Nine is turned up on your Right- 
hand, if from Knave, Ten, Eight, and Two 
iiiiali Trumps, you lead with the Knave. 

III. In- your Partner's Lead, you are to 

obferve. 
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obferve, whether it be voluntary or forced ; 
in the firfl: Cafe you are pretty fure he leads 
from his bell Suit, in which if he finds you 
weak, and himfelf not ftrong in Trumps, 
and therefore not willing to force you; he 
then proceeds to his next beft Suit ; by which 
Change in his Play, you are given to under- 
ftand'that he is weak in Trumps } but fliould 
he continue to play his firft Lead, you are 
to fuppofe him ftrong in Trumps, which will 
inftrudl you how to play your Game, 

IV. A too frequent Change of Suits is 
dangerous to your Game, becaule in every 
Change you hazard the being tenaced by your 
Adverfary. You happen to hold but an 
indifferent Hand ; in one Suit you hold 
Queen, Ten, and Three fmall Ones j from 
this you lead ; now, tho' your Partner ihould 
only put it up with a Nine, if you are weak 
in Trumps, you can't do better than to pur- 
fue the Lead of that Suit, by playing your 
Queen, and your Partner is at Liberty to 
trump it or not, if he has none of that Suit ; 
but if you have Queen or Knave of anyotlier 
•Suit, with one Card only of that Suit, you 
ought, when you lead again, to play from 
your Queen or Knave of fuch Suits, it being 
a Bett of Five to Two, that your Partner has 
in either of thofe Suits at leaft one Honour. 
V. Suppofe in one Suit you hold Ace, 
King, and One fmall Card, and in Trumps 
Four s 
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Four} Ihould your Rigfat-haod Adverfary 
play from that Suit, leave it to your Partner, 
who, 'tis an equil Bctt, has a better Card in 
that Suit than the' third Hand i and if it 
Ibould fo happen, you gain a Trick by ic i 
but if not, you will be no Lofer, becauic 
when Trumps are play'd, your long Trump 
will bring the Lead into your own Hand. 

VI. One Thing is efpcmlly to be observed, 
and that is, that both the Dealer and his 
Partricr ihould remember the Trump aimed 
up ; as thus : The £)ealer Ihould fo place 
that Card in his Hand as to ditlinguifli it 
irom th& reft ; if it be only a 5, andhehasd 
and 9 befides *, if his Partner trumps aboiK 
with his Ace and King, be mufl pky his 6 
and 9 ; now if bis Partner has Ace, Kii^, 
and Four ffflall Trumps, he knowing you 
iiave the g ^f^ may, by good Management, 
grt fcveral Tricks. 

Directions kow to keep the Cemmani 
ef your Jl^verfaria befi Suit. 

I. "VrOU find yourfclfweak in Trump?, 
X and you perceive your Partner is not 
very ftrong ; in this Cafe you are ro be very 
careful, that you do not part with the Com- 
mand of your Adverfary's bcft Suit ; of 
which Suit you have King, Queen, and one 
Card more ; he leads with Ace, and when he 
plays 
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pkft again, you throw the Queen, which 
affures your Partner that you have (he Kingj 
your Partner judging thU, refules to that Suit 
as having ncme of it> you mult not, however, 
play the King, becaufe if the long Trump 
be in the Hand of the leader of that Suit, or 
of his Partner, you will run the Hazard of 
iofing three Tricks to get one. 

II. In ycMir Partner's Hand arc Ten Cards, 
b]r the Courle of the Play it is manifeA to 
you, that they confift only, of Trumps and 
One other Suit ; in your Hmd are King, 
Ten, and One fmall Card of the fame Suit, 
with a Queen and Two fmall Trumps ; yoa 
may reafbnably imagine he has five Cards in 
each Suit 3 upon which Suppofition, you muft 
lead with the King of his ftrong Suit •, if yoo 
get thu Trick, next play the Queen of 
Tnunps ; and if you win that too, go cm 
with your Trumps : But (Jjfcrve, when the 
Game is at 4 or 9, diis Method lis not to be 
followed. 

III. You have the Ten and Two fmall Cards 
of the Suit, which is led by your Kight-hand 
Adverlary, the Knave is play'd by the third 
Hand, and the Trick won by your Partner's 
King ; when that Suit is led again by the 
iame Hand, if with a fmall Card, put it up 
with your Ten, by which Means you may 
fave your Partner's Ace -, that is, if your 
Right-hand AdverJary took his Lead from 
the 
. Uoogic 
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the Queen ; and this Method of Play is- ge- 
nerally fuccefsful. 

IV. You happen to hold the beft Trump, 
and A your Adverfary has only one Trump 
Jeft, and you perceive your Advcrfary B h^ 
a great Suit ; now, iho' you fliould fufFer A 
to make his Trump, yet by not parting with 
your Trump, you prevent B from making any 
Advantage of his great Suit ; • now, if you 
had taken yf a Trump, the Diffrrencc would 
have been only one Trick j whereas by this 
Play you will probably fave Three or Four, 

V. Trumps having been play'd about till 
there are only Two left in your Hand, and 
One in your Adverfary's, and you perceive 
your Partner holds One great Suit ; in this 
Cafe, your beft Way will be to play a Trump, 
thd' ypu are fore to lofe it, becaufe by forcing 
out your Adverfary's T-rump, it will make 
Room for. yoUr Partner's great Suit. 

VI. All the Trumps.are played out, except 
Three in your Hand ; befidts which, you hure 
■Oftly: four 'Cards in, one Suit; this' being' fo, 
play a : .Trump, ■ which intihraates^itOT your 
Partner, that all' tha Trumpe are in yo6r 
Hand ; nor is' this all ; for One of )TOur Ad- 
■vcrfarics may throw away a Card of tlu^t Suit 
which, you hold j and if that Suit h^t -been 
Jed but once, ttuslwhioh is throwii:&.iKay[wilJ 
Aiake Five ou|, which,-' with' the Four -that 

. . ■; ■■■■- , - ■ .. .-yoe 
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you hold makes Nine, fo that now only Four 
rebiain in three Hands, and it being an 
equal Betr, that your Partner's Card in that 
Suit is better than the laft Player, it's not im- 
probable that you will make three Tricks in 
that Suit by playing in this Manner. 

VII. You have the Lead, and hold in your 
Hand five Trumps, and Six fmall Cards in 
any one Suit j lead from your Suit of Six, 
which perhaps will induce your Adverfaries 
to tramp out, which is doing your Bufinefs 
for you; but had you trump'd about firft, 
they would have forced you, whereby your 
Game had been ruin'd. 

■ R u L E s /or ■putting up at feeond Hand. 

I. QIJPPOSE your Right-hand Man 
l^ plays a Salt of which you hold the 
King and a fmall Card, you muft not, urilefa 
you want the Lead, put it up with your 
King, for you rarely fee a good Player lead 
from a Suit in -which he holds the Ace, but 
referves it to bring in his ftrong Suit when 
the Trumps arc play'd out. 

II. Your Advcrfary on your RiQ;ht hand 
leads from a Suit of which you have the 
Queen and One fmall Card, you are not to 
put it up with your Queen ; for if he has led 
from the Ace and Knave, he will fineffe the 
Knave on the Return of that Suit,..which is 
accounted 
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accounted good Play, and if his Partner plays 
the King, it gives you an Opportunity to 
make your Queen ; but had you put it up 
with your Queen at firft, it would ha»e 
fiiewn your Advcrlary your Wcakncfs in that 
Suit, and put him upon finefling your Partner 
thro' the reft of it. * 

in. But further i fbould you hold Knav?, 
Ten, and a fmall Card of any Suit, it is not 
good Play to put it up at kcoad Hand, for 
it is great Oddi that the Ace, King, or 
Queen of that is in the third Hand t therefore 
as the Odds are againil you, you will in the 
Main be a Lofer, tho* by Chance you fbould 
fuccced by this Play, becaufe it fnews your 
AdveHarics that you are weak in that Suit, 
and therefore in that Suit they will fincfle upon 
your Partner. 

IV. Your Right-hand Man leads the Suit 
of which you nold Ace, King, and Three 
finall Cards t you play your Ace, and your 
Partner the Knave j if you are ftrong 
in Trumps, throw a fmall Card in that 
Suit, which puts it in your Partner's Power 
to trump it : By wiiich Means you will keep 
the Command of that Suit in your own 
Hand, and intimate to your Partner tb&t you 
are ftrong in Trumps ; which witl give him 
the Liberty either of cftablifhing a Saw, or, 
if he is ftrong in Trumps, to trump about to 
you, or get the Command in other Suits. 

V. In 

. Uoogic 
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V. In three Suits you are fure of one Trick 
in each ; you have likewifcFourfimll Trumps, 
but your Partner none ; con&quently nine 
Trumps are divided between your Adver- 
saries ; play Trumps as oftco as you lead } 
and if you have four Ixads, your Advetiarica 
will make but five Tricks out of nine 
Trufnps. This fhews the Advantage of getting 
fra^your Adverlarics two Trumps for One. 
y^Riis Rule is not always to be obferved t 
for if you perceive that your Adverfaries by 
their Flay have one very foong Suit, in which 
your Partner is very weak, look to theirs and 
your own Score ; lor you may either feve or 
win the Game, by keeping a Trump in your 
Hand for their ftrong Suit. 

VI. Your Right-lund Man leads a Suit, t^ 
which you have the Ace, Queen, and Two 
fmall Cvds, don't put ic up with your 
Queen, t>ecaufe it is an equal. Bett, that the 
third Hand has not a better Card in that 
Suit than your Partner } and if he has not, 
you will get the Command of that Suit. But 
if you want the Lead, then ipdeed you miift 
put up tht Queen. 

VII. Ic is never reckoned good Play, to 
lead from a Suit of which you liavc the King, 
Knave, and a fmall Card, for ic is % to i that 
your Partner has not the Ace, and 5 to 4, 
that he has Ace or Queen ; and as jqu have 
four Cards in anodier Suit, of which the Ten 
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is the higheft,lead that Soit, for it is an equal 
Bett, that your Partner holds a bettrr Card in 
it than the laft Player; and if your Partn-r 
has not the Ace in the firft mentioned Suit, 
but it lies behind you, on your A.dverfaries 
lea<^ng that Suit, you will, by playing thus, 
very probably get two Tricks. 
■ VIII. You perceive by the Courfe of the 
Play, that there are four or five Trumps left 
between you and your Partner, and that your 
Adverfaries have none ; you have no winning 
Card in your Hand, but inaagine your Part- 
ner has a Thirteenth, or fonre otter good 
Card ; play a fmall Trump to give him the 
Lead, lo may you throw a lo&ig Card,' and 
give him an Opportunity of making his 
'Thirteenth, or other good Card. 

'Tricks and Cbtais -at Wh i S"t'. ■ 

: He that can by Craft overlook his Adver- 
fary's Game, hath a great Advantage ; for by 
tliat Means he may partly know wh^t to play 
fecurdy j or if he , c^n havC' fonae petty 
Glimpfe of his Partner's Hand, ■ There is a 
Way by making fome Sign by the Fingers, 
10 difcover to their Partners what Honours 
they have, or by the Wink of one Eye, it 
-Jjgnifies I Honour, (hmtii^ both Eyes 2 ; 
placing 3 Fingers, or 4 on the Tabled 3 or 
.: 4 Ho- 
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4 Honours. For which Reafons all nice 
Gamefters play behind Curtains. 

Dealing tht Cards out by 1 and i rpunJ, 
to each Perfon, is the' beft Method'of put- 
ting it out of the Dealer's Power to- impofc 
on you. But wc'lhall demoiiftrate, that» 
deal the Cards which way you will, a Con- 
federacy of two-Sharpers will beat any two 
Perfons in the Wcfrld, tho' -ever fo good 
Players, that are not of the Gang, or in the 
Secret 1 and Three Poll One is as fafe and fe- 
cure, as if the Money was in cheir Pockets. 
All which will appear prefrncly. The firft 
wcefTary Inftruftions to be obferved at M^hijkt 
as Principals of the Secret, which may" be 
likewife transferred to rrioft other Games at 
Cards, 'are 

Brief Cards, - 
. ' Corner-hmd^ 

MidMe-iend, (or King fien'Bri4ge.) 

Of Brief Cards there are two Sorts : One is , 
a Card longer than the reft ; the other is a 
Card broader than -tlie- reft. 

T.ie long Sort are fuch as 3, ^, 5, 6, 7, 
8 an 1 9 i the broad Sort are fuch as Aces, 
Kings, Qneens, and Knaves. The Ufe and 
Advantage of each are as follows. 

EXAMPLE 
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EXAMPLE. 

■When yaa cut the Cardi to your Advcr- 
lary, cut tbem long, or, end-ways, and he 
will have a 3, 4, 5, 6, 7, 8 or 9 at Bottom. 
When your Adverfary cuts the Cards to you, 
pitt them broad-fide to him, and he will na- 
turally cut (without ever fufpcdHng what 
you do) Ace, King, Queen or Knave, (^c. 
. which is fufEcient Advantage to fecure any 
Game. It is a fine Manner, efpecially in the 
old Bctt, that the Dealer does not fcore 2 that 
Deal, fince /hufHing is of no Signification 
here. And in cafe you cannot get Cards trf" 
proper Sizes ready made to mix with otH«s, 
'ou may (have them with a Razor or Pen- 
:n'ife from the Threes to the Nines each Side, 
and from the Aces to the Knaves each End i 
then put them up in the fame Cafe or Cover, 
and if they are done as they ought to bci 
they will pafs upon any Body, As Ifhifi is 
a Tavern Game, the Sharpers generally take 
Care to put about the Bottle before the Game 
begins, fo quick, that a Bubble carmot be faid 
to fee clearly, even when he firft begins to 
play. 

The ne« IS the Corntr-hmd^ which is 4 
Cards turned down finely at one Corner, a 
Signal to cut by. 

■l^hfi other is vulgarly called Ki^n- 
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Bridge, CM* the Middle-Bend: It is done by 
bending your own or Adverlary's Tricks two 
di^rcnt Ways, which will eaufc an Open- 
ing or Arch, in the Middle, which is of the 
larne Ufe and Service a> the other two W^ys, 
and only prafiifed in its Turn to amufeyou. 
The next Thing to be confidercd is, who 
deals the Cards, you or your Adverfary, be- 
caufe that is a main Point, and from whence 
your Advantage muft arife : Suppofe for 
Example. 







After a Deal or two is formally played, A 
vid B will begin to operate in the following 
Manner: 

When A or B are . to deal, they obferve 
(the preceding Deal J to take up the Tricks 
thug : 

I. A had Card. a. A good Card. 
■3. A had Card. 4. A good Card. 

{Mcanitig the hefi and werfi that 
fall in that lift.'] 
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.. When C or D deals, they muft be taken 
up thus : 

I. J. good Card. 2. A. bad Card. 
3. ^ good Card. 4. A had Card. 

By this Rule it is very plain, that the bLft 
Cards fall to A and B every Deal. How is 
it poflible therefore, that C and D fhould 
ever win a Game without Permiffion. But 
it would be deemed ill Policy, and contrary 
to the true Intereft of A and B, to aft thus 
every Deal : I will therefore fuppofe it is 
pradifed juft when they pleafe, according as 
Betts happen in Company ; though the Rule 
with Gamtfters, in low Life, is at the firft 
letting out to ftupify you with Wine and the 
Lofs of your Money, that you may never 
come to a perfeft Underftanding of what 
you are doing. It may be truly laid, that 
"many an honeft Gentleman has been kept a 
Month in fuch a Condition by the Manage- 
ment and Contrivance of a Set of Sharpers. 
. Now you may imagine it not in the Power 
of A and B to caufe the Tricks to be taken 
up after the Manner aforefaid ; but thtre is 
nothing fo eafy or fo frequently praflifed, 
efpeclally at Three poll One -, for in playing 
"the Cards, the Confederates will not only take 
Care of their own Tricks, but alfo of your's i 
for 
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for the Cards tn^y be fq pUyed* and' fhoved 
together in fuch a Manner, as will flven caufc 
you to take them right yQurfelfi and If 3 
Trick flwuld lie untowardly upon the Tabl<^ 
A or B will pay you the Compliment of 
taking it up for y9u, and f»y, Sir, ikat*s 
your's. 

This Operation will the more readily be 
apprehended by feeing it praftifed half a 
fcore Times ^ when once yQU are aware of 
it, it will oiherwife (I may fafely fay) pafs 
upon any Pcrlbn that has not been let into tlie 
Secret. This being allowed, the next Point 
and Difficulty, is to Shuffle and Cut. 

I fay, that either A or B are fuch curious 
Workmen, and can make a (ham Shuffle 
with a Pack of Cards fo artfully, that you 
would believe they were fplitttng them, when 
at the fame Time tbey will not difplace a 
finale Card from its^ Order. 

Now to cut the Cards, a Bend is prepared 
for you to cut to, the Middle is beft ; and it 
is Odds but you unwarily Cut to it ; if notj 
Slip is the Word : But if you have no Op» 
portunity to do that neither, then deal away 
at ail Hazzards, it is but an equal Bctt that 
they come in your Favour ; if fight, pro* 
ceed i if ocherwite, mifs a Card in iis Courfe, 
and it brings the Cards according to your firft 
Defign ; it is but giving two at laft where 
you miffed j and if that cannot be conveniently 
K done, 

r A.,OOglC 
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done, you only iofe the Deal, and there is an 

End ot it. 

But whcH A or B are to cut, they make it 
all f^e ; for then they make the Comer-hend, 
which any one, that knows, may Cut to, a 
hundred Times together. 

PIPING at WHISK. 

By Piping I mean, when one of the Com- 
pany that does not play (which frequently hap- 
pens) fits down in a convenient Place to fmoke- 
a Pipe, and fo look on, pretending to amule 
himfelf that Way. Now the difpofing of his 
Fingers on the Pipe, whilft fmoking, difco- 
vers the principal Cards that are in the Per- 
fon's Hand he overlooks ; which was always 
efteemed a fufficient Advantage to win a 
Game by another Way, viz. Indeed, figni- 
fies Diamonds ; Truly, Hearts ; Upon my 
Word, Cluis -, I afllire you. Spades : But as 
foon as thefe Methods become known, new 
ones are invented ; and it is moft certain, 
that two Perfons may difcover to each other 
what Sort of Cards they have in Hand, and 
which ought to be firft played, many difie- 
rent Ways, without fpeaking a Word. Talk- 
ing is not allowed at fVhifi ; the very Word 
implies. Held jour Tongue. 

ALL 
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A L L-F OURS. 

THIS Game is very much played in 
Kent^ from which County it derives its 
Original ;-and tho* it be but a vulgar Game, 
great Sums have been loft at it. 

It has its Denomination from 4 Cards 
called the Higbeft, Lowejt^ Jsck^ and Gamty 
which is the Set as fome play it ; but you 
may make from 7 to 15, or more, if you 
pleafe -, but commonly 1 1 is up. 

But two Perfons play at a Time -, and they 
muft cut for Dealing \ the hig^efl Card deals; 
who delivers to his Adverfary 3 Cards twice, 
and to himfeU 3 in like Manner ; and having 
6 a-piccc, he turns up a Card whJcn is 
Trump J if Jack (which is any Knave) it is 
1 to the Dealer. 

If he, to whom the Cards were dealt, after 
looking them over, like them not, he hath 
the Liberty of begging i : If the E>ea!er re- 
fule to give I, then he deals 3 a-piece more \ 
but if he then turns up a Card -of the fame 
Suit, he deals on, till he turns up a Card of 
another Suit. 

Here note, that an Ace is 4, a King is 
3, a Queen is 2, a Knave i, and a 'Ten 
is 10. 

Now you muft play your Cards ; not any 
K2 - Method 
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Method is to be prefcribed •, it muft be ac- 
cording to the Cards you have in your Hand, 
managed t^-your Judgment to <the belt Ad- 
vantage. 

Having played your Cwds, if: you arft 
fTtghefi and Leaxfi of what is Trumps, you 
reckon 2, if you are only Higbeji but i, and 
the like of Jade and Game. Sometimes you 
are fiigbefi, Lowtft, Jack, and Came^ ind 
then you muft reckon 4-. The Game is he 
that tells moft after the Cards are played j and 
therefore a Ten is a very fignificant Card \ 
which crafty Gamefters know io well, that 
they will frequently take out of a Pack of 
Cards 1 Tens, and hide rhem contrary to the 
Knowledge of the other ; which is a great 
Advantage to this foul Player*, if he play of 
the fame Suit as thefe 5>»j, he hath abfcondcd i 
for it muft of Neceltity -fecurc him from iofing 
the Game. 

He who wins Jaei^ wins i alfo : And 
furthermore obfcrve, that for Advantage re- 
voking is allowable, if you have Trumps in 
your Hand to trump it. 

Some make 51 up at this Game : Then if 
the Dealer turns up an /fee it is 4, a King 3, 
a ^eeti 2, and a Knave i, a Ten ftill conti- 
nuing the beft Card. 
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THIS is likewife a Gaaie oply played 
between two Pcrfons. Sixty and one, 
is the Number up. 

Here too the Dealer has an Advantage j 
and, upon cutting, he who has the leaft 
Card deals'. 

The Cards are dealt out i by j ; the Num- 
ber 5 a-piecci the Remainder of the Pack 
(the whole beiiig ufed) are laid down on the 
Table. 

^ Each Party plays according tp his Difcre- 
tion, this being a Game of Judgment. 

He that deals, makes out the beft Cards 
he can for his Crib \ and the other the worft: 
Tlie Crib confifts of 4 Cards, two a-piece, 
which they lay out upon the Table j and then 
they turn up a Card from the Pack, and each 
of them may make ufe of that Card ; an{J 
when they have played out their 5 Card^ 
and fet up with Counters their Games, the 
O-ib is the other's the next Deal ; and fo they 
take it by Turns. 

The Value of the Cards is thus : Any .15 
upon the Cards is 2, whether 9 and $, 10 
and 5, King and 5, 7 and 8, tfc. 

A Pair is 2, a Pair-Royal 6 ; a double 

Pair -Royal 12; Sequences of 3, is 3 j Se~ 

^ 3 , x.0%1^''' 
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quenca of 4, is 4 ; Sequences of 5, is 5, 6?ft 
and fo a Nufb a/ 3, is 3 ; a H^ of 4, is 4, 
&ff. Knave-Nod^f is one in Hand, and 2 to 
the Dealer 1 that is, if you have a Knave of 
that Suit which is turned up, it is Knave' 
Neddy. A Pair of Aces, Kings, Queens, 
Knaves, Tens, &c. is a 2, Three Aces, Kings, 
Queens, &c. is a Pair-Royal -, a double Pair- 
Reyal is 4- Jces, 4 Kings, 4 Queens, &c. and 
is 12 Games to him who hath them. 

Having looked on your Cards, you count 
your Game after this Manner : Suppofc you 
have in your Hand a 9 and 2 Sixes j after 
you have laid out 2 Cards for the Crib, which 
makes you 6 Games, becaufe there is 2 Fif- 
teens and a Pair, by adding your 9 to the 2 
Sixes, and if a 6 chance to be turned- up, 
then you have 1 2 Games in your Hand ; for 
tho' you mull not take the turned up Card 
into your. Hand, yet you may make what 
Ufe you can of it in counting ; fo that the 3 
Sixes make you 6, being a Pair-Royal, and 
the 9 added to every 6, makes 3 Fifteens, 
and 6 more added to the Former, makes 1 2, 
which you muft fet by with Counters, or 
otherwife, your Opponent may know what 
you are, tho' you may not fee his Cards, nor 
he your's : If you think he plays foul by 
reckoning too much, you may count them 
after the Hand is played. 

Thus when you have fet up your 12, your 
Oppofite, 
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Opposite, it may be, hath 4« 5, and 6, in 
his Hand, that is 3, becaufe of Sequences ef 
7bree ; then it is 2 more, becaufe it is 4, 5, 
and 6 1 again, taking in tlie counting 6 that 
is turned up, that is in all 4, then there is 15 
and 15 i for 4 and 5 is^, and 6 is 15 j and 
then with the 6 turned up, it is 15 more, 
which makes 8 Games. This he likewife fets 
up, keeping his Cards undifcovered. Ob- 
lerve, he, who does not deal, fets up 3 in 
Lieu thereof, and plays hrft \ Suppole it is a 
6 i if you have a 9 play it, , that makes 1 5, 
for which fet up 2 ; the next may play a 4, 
which makes 19, you a 6, which is 25, and 
he a 5, that is 30 t you being not able to 
come in, having a 6 in your Hand, he fets 
up I, (for it is 31, you aim at in playing the 
Cards,) becaufe he is molt, and 3 for Se- 
quenceSi 4, 5, and 6, which were his 4, af- 
ter the 15, your 5 and his 6, and that doth 
not hinder them from being Sequences, tho' the 
6 was played between the 4 end the 5 -, but 
if an jlcey g, King, ^een, or the like, had 
been played between, they had been no Se- 
quences ; fo the 3 for the Sequences^ and the 
I for 30 being moft (as at One and Thirty) 
makes him 4, which he muft fct up to the reft 
of his Game j and in this playing of the 
Cards, you may make Pairs, Sequent!, Flujhei, 
Fifteens, Pair-Royal, and double PairRoyal, 
if you can, tho' that is rarely fcen. 

K 4 Laflly, 
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Laftly, you look upon your CWi, that is, 
the 2 Cards a-piece laid out at firft, which is 
the Dealer's ; if he finds no Games in them, 
nor Help by the Card that was turned up, 
-Which he takes into hh Hand, then he is 
bilked, and fometimes it fo happens that he if 
both biiked in Hand and Cni. Thus they 
play and deal by Turns till the Game of 6r 
is up. 

Netiy' If you get the Gaitic before your 
Adverfary is 45, you muft then fay, Ihavt 
lurched you \ and that is a double Game, for 
whateter you played, whedier a leffer, or t 
greatet Sian. 

PUT. 

Tj U T is the ordinary Rooking-Game o\ 
Y^ every Place; and/ feems, by rhe feff 
Cards that are dealt, to have no Difficulty in 
the Play ■; but there is great Craft and Cun- 
ning in it. 

If you play at either two or three-handed 
Tut, the beft Put-Card deals. Having fliuf- 
flcd the Cards, the Advcrfary cuts them ; 
then the Dealer deals i to his Antagonift, 
and another to himfelf, til! tliey have 3 a- 
piece: 5 up, or a Tut is commonly the 
Game. The Eldcft, if he hath a good Game, 
and thinks it better than his Adverfary's, 
Futs to him J if the other will not, or dare 
not 
•L- ..■ ,i-.,oi"iglc 
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not fw him, he then wins ,i. ; bt^t if he will 
fee him, they play it out, and he svho wins 
2 Tricks, or all 3, wins the whole Set; but 
if each win a Trick, and Third tied, neither 
win, becaufe it is Trick and Tye. 

Sometimes they play without Putting j and 
then the Winner .is he. that wins moft Tricks. 
In playing keep up your Cards very clofei 
for the leaft Difcovery of any one of them, is 
a great Advantage to him who fees it. 

This Game confifts very much in dariagi 
for a mettled Gamefter will Pui boldly upon 
very bad Cards fometimcs, as upon a 5, 7, 
and a 9 i the other thinking there are good 
Cards in his Adverfary's Hand, having very 
indifferent ones in his own, dares not fee , 
him i and fo by going to Stock, lofcth t. 
He who once hath the Confidence to Put on 
had Cards, cannot recal his Puiiing, by 
which Means he frequently pays for his 
Bravado. 

The belt Put-Cards are, firflr, the Tmy^ 
next the -Z)»«, then the Ace \ the reft follow 
in Preheminence, as Kingy ^een. Knave, 
T'e», and fo onwards, to the Four, which is 
the meaneft Card at Put. 

The Cheats at Put are done after this 
Manner: 

For Cutlipg, to be fure of a good Put- 
Card, theyufe the Bent, the Slick, and the 
K 5 Brief- 
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Brief 'Cards, as we' have already obfenwd in 

PlCQUET. 

L U E. 

THIS Gime may be played leveral 
Ways ; but we flialt infill on the ufual 
Method only. 

You lift for Dealing, and the beft Card car- 
ries it : As many may play as the Cards will 
permit -, to whom muft be dealt 5 a-piece, 
and then turn up Trump. Now if three, 
four, five, or fix Pcrfons play, they may lay 
out the Threes, Fours, Fives,, Sixes, and 
Sevens, to the Intent they may not be quickly 
lued ; but if they would have the Lue come 
faft about, then play with the whole Pack. 

Having dealt, fet up 5, either with Chalk, 
or Counters j and then proceed in your 
Game. 

He who is eljlefl: Hand hath the Privilege 
of pafling by the Benefit thereof, that is, he 
hath the Advantage of heating what evciy 
one will fay, and, at lafl:, may p!ay, or not 
play, according as he finds his Game good or 
bad If the Eldefl: fays he paffes, the reft 
may chufe whtcher they wiil play, or no. 

Trumps, as zt Wbijt^ are the beft Cards; 
all others in like Manner take their Precedency 
from the Highefl: to the Loweft. 

You mult not Reveke; if you do, you 
py 
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pay all on the Table. If you play, and are 
lued, (that is, win not one Trick j you muft 
lay down to the Stock fo much for your 5 
Cards, as you played upon every one of 
them. 

Every Deal, .rub off a Score-, and for 
every Trick you win, fet up a Score by you, 
till the firft Scores are out, to remember you 
how many Tricks you have won in the fcveral 
Deals of the Game. 

Ail the Chalks for the Game being rubbed 
out, tell your own Scores, and for fo many 
Scores or Tricks which you have won, fo 
much as they were valued at in the Game, io 
much you muft take from the Stock : Thus 
muft every one do according to the Number 
of Tricks he hath won. 

Obferve, That he who hath 5 Cards of a 
Suit in his Hands, lues all the Gamefters then 
playing, be they ever fo many, and fwceps 
the Board ; if there be two Lues, he who is 
. eldeft Hand hath the Advantage. 

As there is Fraud in all Games, fo in this \ 
for Example, If one of t\vi Gdmeft!:ra have 
4 ot a Suit, and he wants a fifth, he may for 
that 6fth make an £xchange out ot his own - 
Pocket, if he be fkilled in the cleanly Art 
of Conveyance j if that fail, fome make ufe 
of a Iriend, who never fails to do him that 
kind Office. There are other Frauds to be 
performed, which we Ihail omit i fince it is 
K 6 not 
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not oar Bufinefs to teach you how to Cheat, 

but fo to play as not to be Cheated. 

BRAG. 

AT this Game, the whole Pack, is dealt 
round. the Table to all who are dcfi- 
rous to fhare in the Gain and Diverfion. As 
many play at it as the Cards will hold out to 
fupply J he dealing 3 a-picce to each of the 
Gameftcrs at o.ne Ti#ie, turning up the laft 
Card all round, belonging to every one 
prefent. 

Each Gamefter is to put down 3 Stakes, 
one for each Card, as much, or as little as 
the Humouft of the Company will confent 
to i whether 3 Guineas, 3 Crowns, 3 Shil- 
lings, 3 Six-pences, or what other btakes, ac- 
cording to their Qiialities and Purpofes, is 
thought convenient: And this being done, 
the Manner of playing the Game, is as 
follows : 

The bcft Card turned up in the Dealing 
round, in its Degree, beginning from ^«, 
King., ^uee». Knave, and fo downwards, 
thro' all the Cards of the Players, wins the 
firfl: Stake ; and 'the Perfon who has the Luck 
to have it dealt him, is to demand it from the 
reft 1 who pay it accordingly, unlefs the Jce 
of Diamonds ht turned up amongft them ; 
■which if fhewn, by a fuperior Authority in 
the 
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the Gsme, is to be preferred, and wins the 
Stake. And obferve, that tho' the eldcft 
Hand, who has an Jce, carries it from the 
reft by a kind of Defcent, yet the u4ce of 
Diamonds, by the aforef^d Authority, even 
in -the youngcftHand, which is the Jatt Card 
that is dealt, wins the Stake from any. other 
turned up before. 

The next principal Matter, and the main 
Thing t^ which the fecond Stake is to be 
won, is called the B^g, which, by the In- 
genuity of its Management, gives tUe Game 
its Denomination. The Nature of ic is, that 
you are to endeavour to impofe upon the 
Judgment of the reft who play, and particu- 
larly on the Perfon who chiefly oSers to oj> 
pofe you, by boafting of Cards in your Hand, 
whether Pairs-Reyai', Pairs, or others, that 
are better than his or her's who plays againft 
you: The bcft Cards you cai have really to 
h-ag of, are a Pair-R(ryal of Jces, the next of 
Kings, ^eens, &c. A Pair-Reyal of any 
Sort winning from any Pair of the beft Sort, 
as a Pair of any Sort wins of any other Cards 
that are not Pairs. 

But here you are to obferve, that the witty 
ordering of this Brag, is the moll pleafant 
Part of the Game ; for thofe who by falhian- 
ing their Looks and Gellures, can give a 
proper Air to their Aftions, as will fo de- 
ceive an unikilful Antagonift, that fometimcs 
a Pair 
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1 Pair of Fives, Troj/s, or Duces, in fuch a 
Hand, with the Advantage of his compofed 
Countenance, and fubtle Manner of over- 
awing the other, fhal\ out- hrag a much greater 
Pair-Royal, and win the Stakes with great 
Applauie and Laughter on his Side from the 
whole Company. 

The Knave of Cluhs is here, as principal a 
Favourite, as at Lue, and makes a Pair with 
■ any other Card in Hand, or with any other 
two Cards a Pair-Royal, and is often in this 
Game very neceflary, to advance the Credit 
of the Brag, to him who has the Affurance of 
impofing upon the Company -, and by fach 
convenient Confidence, the Advantage of 
winning the fecond Stake. 

The third Stake is won by the Perfbn who 
firft makes up the Cards in his Hand 31, each 
jlce^ King, Queen, Knave, Sec. going for 
10, and drawing from the Pack, as is ufual 
in that Game: Or, inftead, of the 31, if his 
Fortune will not oblige him, the neareft to 
it may win, he having the Privilege to draw, 
or not to draw, as he pleafes, according as he 
finds it convenient, by the Cards that are in 
his Hand ; for if he draws eut^ he lofes his 
third ■^take. 

Some very nice Players at this Game 

make the Nine of Diamcnds a fecond Favourite 

Card, with the Knave of Qui/s, to make a 

Peir-Rffj/al of Jces j fo that thofc two joined 

with 
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with one natural Ace^ fhall win from any 
pair-Royal of ^ngs^ ^ueenSt Knaves^ or 
any other Cards, but a Pair Royal of natural 

The Perfon who is fo lucky to win all the 
3 Stakes, is to be rewarded by the whole 
Company of Gamefters round the Table, 
■with 3 Slakes more, if they play the Strift- 
nefs of the Game ; which neceibrily makes 
the Winnings and Lofings amount to a con- 
fiderable Sum of Money. But very often 
our Modem Gamefters wave this Particular, 
and out of a decent Regard to their Pockets, 
content themfelves with the Satisfaftion of the 
Pleafure of the B-ag, rather than truft to the 
uncommon good Fortune of winning the 3 
Stakes, from the reft of the difappointed 
Company. 

The Deal is to go round from Perfon to 
Perfon ; and by-the different Management of 
the Bragt you may find Tery great Diverlion, 
fome doing it fo aukwardly, with fo little 
Cunning, and fo ill an Addrefs, that the De- 
fedts or Value of their Game will prefently 
be difcovered, whilft others with a more art- 
ful Affurancc, and by their fubcle Manage- " 
ment, will wittily banter and impofe upon 
their Adverfaries, and feldOm fail of their de- 
figncd Profit. 

It is not fair for any of the Gamefters, that 
fic'near him who makes th.t Brag^ to peep 
into 
L.. ..■ ,i-.,oi"iglc 
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into his Hand, or by any mute Sign or Token 
to give the Oppofer any Knowledge pf the 
Cards that he has ip his Hand ; becaufe U . 
' may chance that the Oppofitions, natutal to 
-this Game, may draw on a conHderable Sum 
.of Money to be ftaked do«:n, each of thetwo 
who are concerned, valuing <his own Cards, 
and leflening thofe of bis Antagonift, as be 
thinks he has Reafbn. 

A very notable Damage, occaTioned by one 
Pcrfon's peeping into another's Hand, I once 
chanced to be a Spectator iof. 

Some Gentlemen and Ladies were playing 
at this Game, when one of the GameAcrs, 
who feemed to be very Ikilful at the Game in 
general, but more particularly fo, at the 
fubtlc Management of the Brag^ and by bis 
artful Method and cunning Manner of Brfia- 
viour, had induced his Competitor to believe 
that he refolved to cut brag him upon very 
low and infignificant Cards j but it was tlw 
Gentleman's good Luck at that Junfture, to 
have in his Hand far othcrwife than he ima- 
gined, having been dealt 2 natural Aces, and 
the Knave ai ClubSt which, joined with the 
other ?, made the greatelt Pair-Royal that 
could then poflibly be deak, and confequently 
proper to win alfo the greatelt Stake that could 
be Jaid ; he kept his Countenance demurc> 
and with a Gefture neither overjoyed nor de- 
fponding^ made a Brag of Half a Crown; 
the 



G L E E K. 209 

the other who had in his Hand a Pair-Rayal 
of Kings^ and, as afterwards was difcoveirdi 
had, thro' the Imprudence of the Dealer, 
cafually ieen an /ice or t^ given about to 
other Gamefters, thinking mni(elf. alfo as 
fecurc as pofTible, anfwcrs wirii a Crown ; his 
Antagonifl: then fets Half a Guinea, and the 
Oppolcr,' immediately a whole one, and vying 
with each other, till the fanrK amounted to 
Ten founds, when as ill Fate, for one <Ji 
them, would have k, a too curious Imperti' 
nmtt of the Fcnvtle Kind, who fat next to 
him that had the ^wj, having a furious Itch 
Bpwi her to know whether Ms repeated Bri^ 
Was upon a fure Foundation^ or not, could 
not forbear covertly peeping into his Hand, 
and ait the View was ft) furprized, that on a 
fudden flic, by a violent Shriek, gave the 
GamcftfJr, with the Pair-Royal of Kings, 
Warning of his unavoidable Lofs, ^vk% him 
Reafon to ceafe the Brag^ and thereby lofc 
the Game. , 

G L E E K. 

T\UCES anA Trays muft be caft out as 
ufelels in this Game j th^n lifting for 
the Deal, the leaft Card deals. It is played 
but by three Perfons only. 

The Dealer delivers the Cards by 4* till 
every one hath" 1 2, and the reft are laid oii 
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the Table for the Stock, being in Number 8 i 
whereof 7 are bought, and the Jce is turned 
up ', the turned up Card is the Dealer's -, and 
if it be Titlify turned up, is 4 a-piece from 
each to the Dealer. 

The Ace is called 7V^, the Knave Tcm^ the 
4 of Trumps ^iddy ; 7il>, the Ace, is 1 5 in 
Hand, and 18 in Flay, becaufe it wins a 
Trick -, Tern the Knave, is g, and Ttd/fy is 
4, the fifth Toivfer, and fixth Tumbler ; which, 
if in Hand, Towfer is 5, and Tumbler 6, and 
fo double if turned up i and the King and 
Queen of Trumps is 3. 

The eldefl Hand bids for the Stock, in 
Hopes of bettering his Game, the* fome- 
times it makes it worfe ; The firft Penny you 
bid is 1 2, 1 3, and fb on -, if at 1 6, they fay, 
take itt and none will venture more for it : 
He is bound to take ity that is, taking in 7 
Cards, and putting out 7 in their Stead, and 
muft pay befides 8 to one, and 8 to the other 
of the Gamefters for buying : If any odd 
Money be given, as 15, 17, or the like, 
the eldefl: Hand ufually claims it, or elfe it 
is given to the Box ; but if he have Murm- 
val, Gleek^ or Tiddy in "his Hand, after he 
hath taken in the Stock, he bates for them all, 
and fo pofllbly may gain by it, if he have a 
good Hand, and pay for his buying 2. 

Obfcrve, if Tib be turned up, ic is 15 to 

the Dealer, in reckoning after Play i but he 

muft 
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muft not make ufe of it, in Play, being the 
TrurBp-Card ; for then it would make him 
18, becaufe it wins a Trick, which is 3 
more. 

Next you fpeak for the Ruff"; and he who 
hath mofl: of a Suit in his Hand wins it, un- 
lefs fomc of the Gamelters have 4 Aces, and 
then he gains the Ruff^ tho' you have ever 
Co many of a Suit in your Hand. If any 
wins a Rfff and forgets to fliew it before a 
Card is played, he lofes it ; and he who (hews 
any for a Ruf after, Ihall have it. 

The firft, or Eldeft fays, J will vie /ht 
Ruff; the next fays, J will fee »/, and the 
third, / will fee // and revie it : I will fee 
yotir Revie, fays the firft, becaufe he hath as 
many in his Hand as another; the Middle 
prol»bIy fays, / will not meddle w/V^ it i 
then they (hew their Cards, and he who hath 
moft of a Suit, wins a Stake, according to 
the Game of him that holds out longeft, and 
4. of the other, who faid he would fee it, but 
after refufed to meddle with it ; but if any of 
the 3 Gamefters declare that they have not 
any Thing to fay, as to the Ruff", he pays 
but a Stake ; and if the Eldeft and Second 
Hand pafs the Ruff, the Youngcft hath Power 
to double it, and then it is to be played for 
the next Deal i and if any forgets to call for 
the double Kuf^ i<^ is to be for the next Deal 
after that. 

Some- 

r A.,OOglC 
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Sotnetimes one of the Gamefters, having 
idl of a Suit in his Hand, bids bigb for the 
Ruff, and rhe other having 4 Aces, is re- 
folved to bid bighery fo that it fometitnes 
Atnounts to \6 or more ; then / will fee //, 
aad revie, iaith one } / will lee //, and revie, 
fakh another t that is 8 to the Winner, and 
all above is but 2 at a Time, as it may be, 
they will fay, I will fee tV, and revie it agaifi^ 
and I will fee that and revje it ag^in, Csitk 
another, for which Seeing and Reviang they 
reckon but x i^r k ifi once come to $ ; \nn 
te who has the 4 Aces carriech it ckvly, as 
irforefaid. 

Supng or Bidding for the Ruff, is when 
you are in Likelihood to g|o in for MMmhalt 
Cleeki or Increafe of Trumps, fhat fp if you 
Jiave h*A Cardfi, you may f@ve your Biffi^ 
and your Cards too, yittac9» otherwife yov 
may lofe all. 

If you call for either Mttrmval or CUdct 
and have laid them oyt in the Stock, if 
you are deteifted, you forfeit double what you 
receive. 

Sometimes out of Policy, or a V^xwr, 
they will vie^ when they have pot above 30 
in their Hands, and the reft m^y have 40 os 
50, and being afraid to fee it, the iirft many 
Times wins out of a meer iBrayado % and this 
is good Play, tho* he acquaint you with it 
hereafter. 

Ai0»^ 
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A Marnival of Aces is 8, of Kings 6, 
of Queens 4, and a Mttrtuval of Knaves z 2- 
piece. 

A Gleek of Aces is 4, of Kings 3» of 
Queens 2, and erf" Knaves i a-piece, from the 
other 2 Gamefters. 

A Mumhal, is either all the Aces, the 4' 
Kings, Queens, or Knaves ; and a Gleek is 5 
of.any of the aforefaid. 

Obfcrve, 22 are your Cards ; if you win 
.nothing but the Cards that were dealt you, 
you lofe 10 i if you have, neither TVA* Tom^ 
'Tiidyy King, ^len, Murnival, nor Gleek, 
you lofe bccaufe you count as tnany Cards as 
you had in Tricks, which mull be few, by 
Reafon of the Badnefs of your Hand 1 tf 
you have Tib, Tom, King, S^eeti of Trumpt 
in your Hand, you have 30 hy Honours, that 
is 8 above your own Cards, bsfidcs the Cards 
you win by them in Play, If you have Tont 
only, which is 9^ and the King of Trumps, 
which (s 3, then you reckon from 12, ig* 
14, 15, till you come to 22, and then every 
Card Wins fo many Half-pence, Pence, i^c. 
as you played for i if you are under 22, you 
lofe as many. 

Here note, that before the Cards are dealt, 
it is requifile to demand, whether the Game- 
fters will play at T^iddy, or leave it out, it 
being a Card that is apt to be forgotten -, and 
know ^t it is looked upon as very foul Play 
to 

. . - r A.,OOglC 



214 ^^ City Gamester. 
to call for a Gkek of King:, Jces^ Queens, or 
Knavei, when the Perlon hath but 2 in Hand. 
If you difcard wrong, *. /. lay out but 5 or 6 
Cards, if you call for any Gleek or Murmval, 
you lofe them all, if it be found out that you 
difcard. Let this fuiEce for this noble and 
dcli^tful Game or Recreation. 

F R E N C H-R U F F. 

AT this Game you muil cue for Deal % 
moft, or leaft, carries it, according to 
the Agreement of the Gamefters. 

Two Perfbns may play 4 or 6 on a Side : 
Dealing to each 5 Cards a-piece 1 cither 2 or 
3 at a Time, according to Pleafure, and he 
who deals turns up Trump : The King is the 
higheft Card at Trumps, the ^een is nexr, 
the Knav£ next, and next tlic Ace, and all 
other Cards follow in Prehcminency, accord- 
ing to the Number of the Pips j but all 
fmall Trumps win the higheft of any other 
Suit. 

Having turned up Trumps, he who hath 
the Ate muft take the Ace turned up, and 
all other Trumps which immediately follow 
it, if fo agreed* among the Gamefters, laying 
out fo many Cards as he took up in Lieu 
thereof. 

Afte^^is they play. To win z Tricks 
Signifies 
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iignifics nothing, to win 3 or 4 wins but r» 
but to win 5 is the winning of 5. 

If you play at Ferfat, (which is, the Ri- 
gour of the Play,) he who deals wrong lofeth 
1 and his Deal. You are bound to follow 
Suit, 'and if you renounce, you lofe the whole 
Game, if you fo make it, otherwife \xX i or 
2, according to Agreement. 

He who plays a Card that is trumped by 
the Follower, if the next Player hath none 
of the former Suit, he mull trump it again, 
tho* he bath not a Trump in his Hand that 
can win the former Trump, and fo it muft 
pafs to the laft Player. 

AH the Players round are bound to win 
the highelt Trump played if they can. Here 
note, he who playeth before bis Turn, lofeth 
I, unlet it be the laft Card of all. 

F I V E-C A R D S. 

THIS is an IHJb Game, and is much 
played in that Kingdom for confider- 
able Sums of Money. There is little Ana- 
\q^ between this and Ml-Feurs. 

But 2 Perfons can play at it, and there are 
dealt 5 Cards a-piece. The leaft of the Blacky 
and the moft of the Red wins. The Jce of 
DiamoTids is the worft of the whole Pack, un- 
lefs it prove to be Trump. . 

The 5 Fingers {alias 5 of Trumps) is the 
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bcft Card in the Pack ; the ^« of Hearts is 
next to that, and ttie next is the Act di 
Trumps 1 then the Knave and the reft of the 
Cards are beft', according to thdr Value in 
Pips, or as they are Trumps. 

Before you play, alk^ wbetber he wiUfive 
it^ if he fpcaks affirmatively, turn' up the 
next Card of the Pack under that firft turned 
up, and that muft be Trumps ; if not, play 
it out : He who wins moft Cards, wins 5, 
but he that wins all, wins 1 o. 

Obferve, that t^e Ace of Hearts wins the 
,4ce of TrumpSy and the Five-Fingers not only 
wins the Ace oi"! rumps, but alfo all other 
Cards whatever. 

Costly COLOURS. 

THIS Game is Hkewifc to be played at 
only by Two Pcrfons, of which the 
Eldeft is 10 play firft, as in other Games. 
You muft deal otF 3 a-piece, and turn up the 
next Card following; dicEldeftis to take 
his Choice, whether he will Mogg (that is, 
change a Card, or noj) and wbofoever re- 
fufeth, is to give the other i Chalk or Hole, 
of which generally 6i makes the Game. 
Then muft the Eldeft play, and the other, 
if he can, muft make it up 15 ; for wWch 
he fliall fet up as many Hoks, or Chalks, as 
there are Cards on the Table j fo likewiie for 
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25 ; and aifo as many Cards as are played to 
make up 30, no more or Iefs,.fo many Chalks 
may be fet up \yho played laft, to make up 
3 1 J and if 3 1 be not made, then he Who 
played laft, and is nearcil 3 1 without making 
. out, muft fet up i, which is called, fctting 
iip I for the latter. , 

This being done, the Eldeft muft fticw 
how many Chalks he hath in his Hand to fet 
up, and after him the Youngeft, which they 
mufl reckon in this Manner, taking Notice 
both of the Colour and Number of the PipS 
upon the Card .turned up, of thofe in ihtir 
Hands, ftill reckoning as many fcr ail the 15 
and 25,' as there go Cards to make the Nunv 
ber J and if you have it by Chance in yo'iA" 
Hand, and with the Card turned up, ^r, 
then you muft fet up 4 for that. You muft 
alfo fet up, if you have them in your Hands, 
or can make them lb in the Card turned up, 
as followeth, 2' for a Pair, be they either 
Coat- Cards, or others-, 2 for a Knave, and 
if a Knave of the fame Colour and Suit of 
the Card turned up, then you muft let up 4 j 
and fo for a Duce 4, if it be of the fame Co- 
lour turned up : If you have 2 of a Sort, ei^ 
ther Threes, tours. Fives, Sixes, or Cbet- 
Cards, you muft fet up 9, and this is called a 
Pair- Royal : Now if they are all eitlur 
Hearts, Diamonds, or the like, then you 
muft fet up ,6 for Ceftlj-Colcurs. If you have 
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3. t^ a Colour, jrou can reckon but a fof 

Colours. 

Whofbever'dcalt> if he turned up either 
thice or Knave, he muft fct up 4 for it % as 
for Example, imagine you had dealt your Ad- 
▼eriary 3 C^rds, viz. the 5 of Hearts, 4 of 
Hearts, and 8 of Hearts; to yourielf the 
Cuce of Hearts, 7 of Clubs, and 9 ot 
Hearts. l.aftiy, you turn up a Card, which 
u the Knave of Hearts, fan which you muft 
Jet up 4 ; then becaufe he will not aik you to 
change t, he gives you i, which you muft 
let up,' and then he plays i fuppofe it be his 
5 of Hearts, you then play your 7 of Clubs, 
which makes 12, then he plays his 8 of 
Jlearts, which makes 20 ; then you play 
your 9 of Hearts, which makes 29 i and be< 
' caufe he cannot come in with his 5 of Heans» 
you muft play your Duce of Hearts,, which 
makes you 31." For your 5 you muft let up 
■5, then he muft fet up what he hath in his 
Hand, which you will Bnd to be but 6, for 
he has not any Thing in his Hand, but Cofify- 
Celcurs. Then muft you fet up your Games, 
which are, firft, 2 for your 9 of Clubs, and 
9 of Hearts, which make 15, then that 15, 
and the Kpave turned up, makes 25, for 
which fet up 3 i then for your Duce of Hearts, 
which is the right, fet up 4, and 3 for Co- 
kurs, becaufe you have 3 of a Sort in your 
Hand, 
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Hand, with that turned up ^ now thcfe, with 
the 5 you got in playing for 31, makes you, 
this Deal, with the Knave turned up, luid 
the Cards ^ you Huid, juft aa Many 
other Examples might be given, but that it 
needkls, fincethis.ow is fufficient to dirtft 
you in all others. Thus much forCosTLv- 
C6L0URS. > 

BONN E-AC E. 

THIS Game you may look on as trt- 
' vial, and very inconfiderable \ and fd* 
it Is, by Realbtl of the httle Variety therein 
contwied. But becaufe Perfons of Quality- 
have played it it for their Divcrfron, wc will 
briefly dcfcribe it, and the- rather, becaufe it 
is a licking Game for Money. 

Sevoi or eight PCTfoni (or as many as the 
Cards will permit) play at one Time. In the 
lifting, the te^ Card deals, which is a great 
Bifadvantagf \ for that makes the Dealer 
youngeft H»nd. 

The Dealer deals out 2 to the firft Hand, 
and turns up the third, and fo goes on to th? 
nextj thirdt fourth^ fiftbj &c. He who hath 
the Hi^eft Card carries the Botmtt that 
is, Half of the Stake, the other . remaining 
for the Game i now jf there be 3 Kings, j 
Queens, 3 T^ens, i^c. turned up, the eldeft 
Hand wins it. The Ace of Diamonds is 
L a Bem^ 
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: Bonne-Act^ and . wins all other CarHt what- 
.ever. Thus much for the ^mrff I afterwards 
.thc.neareft to 51 wins ■ the Game, and he 
who tuma up, or, draws to 31, wins hrime- 
;dntc]y:.' '..'■- ■ ,■■■<.'■;-.'• 

WIT flKoT reAsont. 

THIS Game feems very eafy at firft to 
the I^^'rnerj'.biif'.in, bisBraaSce and 
Obfervation he will find it otherwifc. It 
is a Game" fomething like 31, and is thus 
splayed.' 

Two playirg together, tht one hath all the 
r£ii Cdrds, and"" the other- tile bldck : Thfch 
Uiey trrn up Crols-Pile, Who Ih all lead ; for 
the Lcaderhath a-gi-eat Advantage over the 
other, as will be demonftrated. 

You; are" not to jJtey a 10 firft j fot if you 
do, you. certainly lofe;; for 31 being the 
Game, .he who firft: comesf to it wmsl now 
Ibould the Leader Jilay a' ioj the Follower 
will play another 10, that makes 20 ; let the 
Leader then play any Thing' next, the Fol- 
lower will be fore to make it up 31. 

He who hath the Lead, if he play a g, 
tniy certainly win the Game, if Iw look aboijt 
him; evft- remembring to get 'firft 'to 20, 
without fpendlng-s 6f one Sort, as 2 Duces, 
2 Trays,;2-Q\iaters, i^e. otherwife you will 
lofc : AS foi- Example, yeu play a '9 firft. 
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ycyar Adverfary plays a Duce, that makes 
1 1, you play a 9 again, and -that makes 20 ; 
thus yoit hare played, but both Nines, 
whciisrbre' yout* Amagon'ifl' ^bys a Ducc ; 
now y^Q'tan play on no Carc^but he wins-, 
foi" ifyoti'piay an ?(f(W you cannot come in 
with ybur loj and you have not a 9, then he 
hath in Ace for 31 ; -fo- if you- play a 7, 
which makes, 29, he hath aDuce remaining 
to^make up 31, and fo you niky obferve in 
the reft of the Cards. ■ •' 

Take this fbr a gencrai Rule, that you have 
a very great Advantage in fetching out, by 
Play, any 2 of a Number, as aforefaid -^ as 2 
Fives, 2 Sixes, a Sevens, i^c. wherefore you 
nl,uft-'not play talhly, but *ith the Cqnfidera- ' 
tion arithmccically grounded, -to m^e up a 
certain Game (jf 'j i . ' 

To conclude, he who hath the Art ofplay- 
jiig well at 31, that is, by naming fuch a 
Number, at firft, ind profecuting it by fuch- 
Addition of others, that -his AdveHary can- - 
not chink of any Number, but what mall be 
his Game ; I fay, flich'a Man is fitteft to pTay 
at this Game called Wit and Reason. 

Tie \Kr 0/ MEMORY^^ 

THIS^is rather z Sport, than a Gime. 
. Money may be jffon at it, but it is moft 
commoirfy thc^ Way ibaStxhc Drunkard. It 

L 3^ trOOOk- '" -- 
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19 the bed when mat^y play at ic i for mUx 
few it is no Sffirt at all : tor Example } As 
many Perfoiis as do play, To many Cards 
trebled muft be, thrown down ftn the l^le* 
with their Fac^ upw^d^ ; which every one 
inuil uke Notice of, and endeavour .to rrgi- 
fter them in his iVlemory. Then the dealer 
muft take tbem alt up, -and fliuffling them, 
' atter cutting, deals to every one 3 a-piece. 

The firu,- it may be>.cftll$ ^r a Kingv 
which muft be laid on the Table,, with his 
Face downwards by him who hjth it in bis 
Hand -, the next, it, ^ay be, calls for a 1 o of 
Spades^ which muft be laid doffn in like mim- 
ntr, and fo it goes round ; now if any one 
calls for wjiat is already, Jaid down, if they 
play for LiqUor, .he rnuft then drink a Glaf&j 
if tor Money, he muft then .pay a Stlkc, 
wlMtevcr the Sum be they play for. 

This Sferj wholly depends on the Memo> 
ry i for want of which a Map may lofe both 
his Money and his Uridcrftanding. 

PLAIN DEALING. 

T T E who deals, hath the Advantage of 
X" A this Game j for if he turn ap the .4£f 
o\' Diamcnds he cannot loft: To his Adver- 
fary he delivers out 9, and but 3 to himfelf, 
then -^t; the .Cards pl^ed as at H^Jbifiy tlK 
bcii ot Trumps, or other Cards wms, and 
but 
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but one to be gotten at a Deal. I canned 
commend' this Paftime for its Ingenuity, and 
cherefore only name it, becauie we treat of 
Games in general. 

Queen NAZARENE. 

As many may play at this Game as the 
Cards will allow, 5 Cards are dealt to 
every Player ; the ^em of Diamonds is 
^em Nazarene, and he who hath ic, de- 
mands 3 a-piecc of every Player. The 
Kaave of Qu^s is called Knaze- Knocker y and 
iie that has it. challeogeth 2 apiece. If 
Women play among Men, it is cuftomary for 
Knave-Knodur to kifs ^en Nazarehe. 

JLaftly, he who lays down a King, the laft 
Card that is played diallengeth i, and begins 
qgain i and be who hath firft jrfaycd away his 
Cards, demands as many Counters as there 
are Cards in die Hands of the left. 

P B N E E C H. 

HAVING dealt 7 Cards a-[»ece, turn 
up_a Card, and uiat is Trumps. The 
Aft and Coat-Cards of trumps are thus reck- 
oned. The jice is 5, the Kti^ 4, the ^een 
3, and ii« Knave 2. 

Having played, he who wins the firft 
Trick, turns up another Card, and that is 
Tnunps-, and fo every Trick produceth a 
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fr.'fh- Trump, till all the 7 be played. Now" 
if it To happen, that what is turned up proves 
an Ace, or Coat-Card, it is a great Advantage 
to him who won the Ull Trick ; for if it be 
an Ace turned up, then he reckons 5, if a 
King ^ \i z. §ueen ^j as aforefaid. 

After all the 7 Cards are played, (which m 

fird: ure dealt 1 by 1,) he wh') won the laft 

Trick turns up a Card, and if it proves Ace, 

Kin^, ^een, or Knave, he reckons for it ac- 

■ cordingty as aforefaid. 

If the 7 of Diamonds be turned up, that is 
Peneecb, and is reckoned 14 turned up, but 
it is but 7 in Hand, and not that ncidur, 
iir.lt^fs Diamonds are Trumps : If it be Trump, 
" it i^ the higheftCard, and wins all others; 
if it be not Trump, it wins all Diamonds. 

Lafily, having played out all the 14 Cards 
betwixt you, count how many Cards you 
iiave more than your own 7 at firft dealt yoUi 
and for every Card reckon t, and fo you mu" 
reckon on with the Value of your Ceal- 
Card Trumps, with Peneecb turned up, or. 
irf Hand, till you come to 6t, which is the 
Game. ■ 

Note, if you have neither Ace nor face, 
you may throw up your Game and deal again. 
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P O S T W P A.I R. 

P 0^1'. and pAift-isaGameverymuch 
-pkyed in the Wtft 'of England: ' 

This Game depends much upon daring ; 
fo that fome may win very confiderably, who 
have the BoMnefs to venture much upon the 
yie^ tho' their Cards are very indifitrcnt. 

You muft firft ftake at Pofi, next at Pair j 
after this, deal 2 Cards a-piece, then ftake aX. 
thc-^eal, and^xt, deal the third Card' abOttt. 
The Eldeft Hand may pafs ,and come in 
again, if any of the Gamefters f^ie it ; if 
not, the Dealer may play it out, or do.uble 
it. ■ '■ ■ . -. 

Th'e .A-ff of Trtmps, is the beft Card oP 
all, and lb on of the reft in Order. At Peji 
the beft Cards are 2 1 , viz. 2 Tens and an ^«, 
but a Pair-Rgyal wins all, both Fofty Pair^ 
and Seat. Obferve, that he who hath the beft 
Pair, or the beft Pvft^ is the "Winner. A 
Pair is, a Pair of any two, as 2 KingSy % 
^teensy &fc. A Pair-Royal is of 3, as 3 
^»?J. 3 ^eens, &c. The Fie, is what you 
ple& to venture upon the Goodnefs of 
your own Hand:' Or if it be bad, and you 
imagine your -Adverfary's is fo Kkewife, then 
hid'ingh douragroufly, by which Meatis you 
daunt your Antagonift, and fo bring him to' 
SubmilTion. 

" L5 , , ,,„„.If 
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If the Gamefters keep in oil all hare done, 
and by Confetic Aew their Cards, the beft 
Cards carry tfee Game. Now, according to 
Agreement, thole who keep in till tsft, mxf 
divide die Svkot or Ikew the beft Card for 
it. 

Obferve, where the Cards fall in feversd 
Hands of the fame Sort, as a Pair, <X Pair' 
RoyaU and To fgith,^ the'Sideft Hand carries 
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A Feencu game. 

AT tMs, the Cards mull be cut into as 
many Heaps as there are Players,' or 
more, if you pleaCe, and every Man lays as 
much Money on his own Card as he ttunks 
fit, or CHI the fupernumcrary Heaps. So many 
as the Dealer's Card is inferior to, ict many he 
pays ; fo many as his Card is fuperior to, ia 
many he wins from. 

I'he belt Card is the Ace of DiamtnJs, the 
next to that, the Ace of Hearts \ thirdly, the 
Aee of tUuin ; and laftiy, the Aee of Spades^ 
and fo the reft of thefe Suits in order, ac- 
cording to thnr Degree. The Knack lies in 
fe'curing an Ace, or any other good fure 
winning Card ; and if you mark the Cards 
beforetund, fo as to know tbem by the 
BackGde, 

r A.,OOglC 
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Backfide, you maf Aea nuke ]rour Ad- 
vantage. 

La Bete, that is. The Beast. 

A French Game alfo, and pUyed after this 
Manner. The belt Cards are, Krjig-, 
^«», and fo forwards. They make 3 
Heaps, the Kif^^ the Pkrh and the Triolet. 

To every one is dealt 5 Cards (3, 4, 5, 
Perfons, or more, may play at it). Before 
the Cards arc dealt, every one flakes to the 
three Heaps. He who wins molt Triclu. 
t^es up the- Heap that is called the PUrf : 
He who wins the King, takes up the Heap lb 
•called i and he who hath 3 of any Sort, that 
is, -J Fours, 3 Fives, 3 Sixes, CJf. takes up 
the TrhlH. 

Tie LOTTERY. 

Two Packs of Cards are laid on the 
Table, and a Bowl fee in the Middle. 
Tnen three Cards arc taken promircuoufly out 
of one of the Packs, and put into the BoWl 
■with their Faces downwards, fo as no Body 
m^ lee them ; tbcfe are called Prize- Tickets, 
as'thus: Theundcrmoft is the higheft Prize, 
fuppofe 1 2 J. 6d. the next higheft is ,g j. 6 d. 
and the uppermoft Card is 6s. 6d', Thtn 
the Dealer gives to eadi Perfon in the Com- 
L 6 pany 
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pany as many Cards out of the other Pack as 
he calls for, which are called Tickets, and for 
which he pays Six-pence a- piece; one per- 
haps will lave but Three or Four, and ano- 
ther Six or Seven. When the Players are all 
furnilhed with as many Tickets as they want, 
then they bett one with anothtr who has the 
bcft Cards ; that is, who holds fuch Cards as 
come nearefl: to, or are the lame with Uk 
Prize-Tickets in the Bowl, and which of them 
lie in the Wheel longcft, or are undrawn. 

Nite^ The Stock or Fundy out of which 
the Prize-Tickets arc to be made good, is to 
be filled up by the Six-pcnccr which were paid 
for the Tickfts, and to be divided into tl"« 
l^roportions, as above. 

The Players may bett what Money they 
pfeafe between themfelves, which often amounts 
to a very large Sum. 

When every one has had what Tickets he 
cail'd for, the remaining Cards, which arc the 
Blanks, are thrown up upon the Table. Anf 
Number of Perfons may play at this Game. 

Thus much for the Games on the Carp** 
But for 'the Reader's farther Entertainment 
we have now added foms diverting ^^"^ 
upon the fame; taken from the celcbi**" 
Mr. Czanam's Mathematical Recreatieiu- 
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Games within the Tables. 

I. Hie Famous Game of 
Ve rq_u e r e. 

THIS Game is originally faid to be of 
Dutch Extraftion, and one of the moft 
noted Divcrfions among the Hollanders. The 
Manner of playing it is thus, viz. 

All the Table-Men are placed on the Act- 
Pmnt, where you frt the two Men at Back'- 
Gammoa ; and as at that Game, bring them 
round into your owni Tables, but with diffe- 
rent Circumftanccs ; for you are not allowed 
to make a Pcint in either of your Tables^ next 
your Adverfary, the farther Ace~Peint ex- 
cepted, for there you may do it as your Dif- . 
cretion does belt dittSt you ; but you may 
take as many Points in your own Tables as 
you think good, to advantage your Game, 
and by fo doing, to hinder your Adverfary 
from approaching you, or by the Luckineis 
of his Throw to get the better of it. 

In the next Place, you are to obferve, that 
this Game is commonly playtd double and 
Jingle i the double is called John, which is a 
particular Advantage your Adverfary gets 
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over you, if iiis Luck in throwing be extra- 
<wliaary : Bin 70U can never be John'd ex- 
cept yoD have more Men than you can enter 
upon _fix Fointi, dut is to lay, 7 Men, 
wnidi ia 1 more th^ your Points will bear i 
and m fucha Cafe you tnuft yi^d theZ?w^i!r, 
and confequendy your Game is in Danger to 
beiolL 

Nate, That tbo* you alwap poiut as your 
Caft affords you Convenience, and to the beft 
Advantage of your Game, yet you cannot 
«nKr two Men upon any P»ff/, and in that 
Particular this Game is more remarkable tbaa 
any other played upon the TabUs. 

You play Deuiuts, and at laft bear awaj 
all your Men, as ac Bafk-Gammon^ and t^ 
Art is in managing your Throws to make 
your Game proper » ios this, whilft your 
Adversary, by ill Throwing, or indifferent 
Management, lags behind, is very cckivc- 
nient for you to be ikilled aL Nvn alfo, 
that when you have more Men to enter, than 
you have opened Points to receive them, you 
are to let your Adverfary throw ; which I 
have Icen for a confiderable Space of Time % 
until by playing his Men forward (contriving 
as much as pofCbte he can, to gain the Pre> 
heminence, and put back your Game) he 
makes Room &r you by a Vacancy,} elfe, 
perhaps, the Nature of this Diverfion is fuch, 
chat the Game may hold out a long Time, 
there 

. Uoogic 
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there being no PolIibiUty .of going on, till 
you hare the Privilege, by his opening the 
Fafiage for you on the Tables, to enter your 
remaimng Men. . 

Note too, that if yira fait any d yair Ad- 
verfary's Men, by a fortunate Caft of your 
Dice, and tkit he has the farouiable Fortune, 
prefently after, to hit you again : In fuA a 
Cafe, which, indeed, k not very' commiHi, 
if there be not Room for you to enter in his 
ItehieSt nor for hitp to pe^ofl the Advant^e 
<^ his Throw to enter ui your's, . it is the Na- 
ture of tbU Game, that you muft lofe it dou- 
ble, you being the firfi to throw. This, and 
the reft of the Accidents of Verqutre., axe 
like moft other-Games, to be underftood, and. 
avoided, by Experience in Play. 

II. The Noble and Courtly Game 
called^ Grand Trick Track. 

IS a French DiverficM; and moft commraily 
ufcd by Perfons of the firft Quality. 
It is thus played : Table-Mcn are to be 
placed on the Siffc of the TaWes. Next, it 
is alfo to be obfcrved, that bcfides the Ta- 
ble-Men, with which you play, there are 3 
■other Pieces to be ufed, called MarierSt whe- 
ther Half Crowns, or Hal^nce, or any 
«ther Coin : Tbefe are to mark the Throw 
of 
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of your Dice, on the Points of the Tjibles 
which are advantageous to you : For Example^ 
If in your- firfl Tablrs you make finglc Toots, 
in 3 Cafts,. or Thrpws, ypu mark with one 
Marker 4^. '; ■ ' 

There are 12 Holes on the Sides of your 
Tables, with Pegs in them, for the Ufe of 
this Game. Note then, that 12 Marks gan- 
cd on the Points of your Tables, make an 
Hole, and ti.Holra make up ihe Game, if 
you agree to it"; elfe le.ls, or more : If you 
fill up your Points,' fdr'evcryrihgle Throw 
on the Dice, you make 4, and for Doublets 
6; and may hold your Game as long as you 
think convenient, that is, play gn without 
breaking up your own, and your Adverfa- 
ry*s, if you believe you fhal! get no Advan- 
tage by beginning again. 

If you hold with your double Men in 
your Tables, before you can make a Point, 
and your Adverfary cannot fill his Tables, 
you are obliged with your Man to pafs over 
into his Tables, tho' it be commonly a Dif- 
advantage ■, but if he throwi fo well, as to 
fill up, then it alters the Matter, and you 
cannot pafs. Nete, that when you have 
marked 1 2 with your Marker, which, as I 
faid before, makes up t Hole, you may go 
off, break up your Tables, and begin again, 
provided you have the Dice ■, or elfe you 
cannot. 

If 
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If in playing this Game, you touch a Man 
rafhly, as intending to play it, and think to 
change it for another, you are obliged to play 
it as you before intended. 

Note, As to thofe Men thatare obliged to 
pafs over into the Adverfary's TaHes, if he 
hits them, he marks thus : 

For every fingle Throw 4 ; for Doublets 
6 J and 1f at any Time, by your good For- 
tune in throwing, you can mark over and 
above 12, you muft then mark a Hole, or. 
elfe; 2, if you go double, and the Overplus 
remdning is called to the Good, provided you 
do not break your Game : You cannot go 
off, nor break your Tables by your Advcr- 
fary's Throws. And note, that if you 
chance to make more or lefs than is right, it 
is in his Power to take the Advantage, put 
you back, or oblige you to mark full. This 
is what is molt confiderable in your frfi 
Tables. 

Now, as to your Adverdry'sfeeond Tables : 
For every Man you hit of his with a fingle ■ 
Die, you mark but 2 ■, and for Doublets 4 ; 
tho* in his^r^ Tables, 4 for each fingle Die, 
and 6 tor Doublets. 

If you chance to hit a Blot or two in your 
Advcrfary's Tables, and cannot pals, " by 
reafon of his Man ftanding in your Way, 
and hindering you, it is allowable for him to 
take the Advantage of marking by your 
own 

r UOOgIC 
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own Throws in both Tables* as beforc-mcft- 

tioned. 

The Ace- Point of both Corners in the 
Jicend Tables^ cannot be divided herct nor 
fill the Comers, as at other Games •, tho* in 
Lieu of that Convenience, if the Dice £rrour, 
for each fingle Caft, you mark 4 i and for 
Doublets 6. 

Then as that Fart of the Game, called 
Gens des Retwr, or the BoA-Gmm^ which b 
the latter Fart: Next, bearing oS jrour 
Men, as it is ufed at Back-Gammon, you play 
your Men as faft as you can, into his Tables. 
aideav<»jring to Bll up the Points, as at the 
Fore'Gamt % which being done, you bear off 
your Men j only there is one DiftinSion be- 
tween this and Baek-Gammen (noted befprej 
that as Doublets thrown at the laft Caft gives 
Gonfiderable Advanti^ to the Gamefter thov* 
it is here of no Value, nv gives any Addi- 
tion to the Throw. 

Neie, That if at any Time you break up 
your Tables, and diforder your Men, except 
by gaining 12 Points, you can mark a Hole, 
it is in your Adverfary's Power to djlige you 
to hold your Game on ftilt, and to play all 
the Table-Men you luve fo touched and dif- 
ordered to his own Advantage. 

Note alfo. That we diftinguilh the Single 

from the Double in this Manner: If your~ 

Adver&ry, by his ill Fortune in throwing, 

has 
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his tio Pomts on his Tables marked, altho* 
your Throve is fingle, yet ftill you may mark 
a douUe Point \ but if otherwi(e, he has fuch 
good Duck by the Dice, ta have any Point 
td'mwic, tfartVhe comes ^iouble;- which yoa 
are to take off again, if ybu can hit him. 

Thefe are all the Pqflages that are awifidcr- 
able in this Game ; which tho' eafily to be 
comprehended, by thofe who divert them- 
fel^es with pUytng often at Tables, and dpc- 
cially fuch who juve any Skill in Tict-Taet, ' 
of which, this Gkme is obferved to make a 
OHnpteatni&nt, by adding more Parts and 
Embclltftiments ; yet the moft ready Way 
for a young Ganiefter, who is defirous to learn . 
it, is to fe« it performei by twoGameftersj 
and then taking Notice of thefe Inftruflions, 
lie tf ill prefoitly be let into the Secret 

ni. 0/ I R I S H. 

I R 13 H is an ingenious Game i and requires 
a great deal ef.Sk^ to pl^ it welt, efpe- 
<ially Ac ^ter-Game., it is thus played : 

The Men, "Which ate go in Number, are 
equally divided between you and your Adver- 
fary, and are thus placed: % on the Ace- 
Point, and 5 on the Side of your Left-Hand 
Table, and 3 on the Cinque, and 5 on the 
Ace-Point of your Right-Hand Table, an- 
iwered on the like Points, by your Adverfa- 
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ry's Men; with the fame Number i & thus, 
2 of your M<n oq ttie Ace<Foint; 5 ot) the 
Double Sice, or Sice-Cinque Point, -3 on the 
Cinquc-Foint ini your Tat)les, aiid:;5 pti the 
Sicc-^oint at Hpt»e*,4nd all cj;i^ poin^d 
alike by your Adver&ry. , 
. In your Play have a Care of being too 
> forw^d ; and be not tpo raHi in hitting cvoy 
Blot, but with Difcretioti and Confideration, 
moveppwly, but'.fecurelj; i by-qrhich Means, 
tho' your Adver|ki:y has filled his Tables, but 
with all Blots, ai^d you :by hitting him* enter, 
you may win the Came; nay, fometimes, tho* 
he hath borne his Men all id a vefy few. 

It is the Part of a prudent Commander, as 

'he leads out his Men, to bring theoi home as 

fafe as poITible : So mufl you have a Care of 

your Men as you ^re biihging them home* 

■ that they are not picked up by the Way. 

Have a fpccial Care that - your Adverfiry 
double not the Trey -Ace- Point with his Men; 
and fo make wlit(tconvcnient:H8fte'you can 
to fill up your own Tables, and beware f£ 
blotting : T hat done, bea^ aft f»&. as you.cen. 

For an After-G^me^ I know (not what In- 
ftruftions to give : You mufl; herein truft to 
your own judgment, and the Chance of the 
Dice ; ,and if they run low for fome Time, it 
wjJl be fo mgch tpe better. 



IV. 0/ 



(yBACK-tJAMMON, aj/ 

. IV. 0/'fiACK:-GAMMON. 

YaUR Mco'31* pUocda»w Irifli ; and 
!chis,Gaine diil^rs biic very little fvoia 
That, but ia Doublets j which, M. Batk- 
Gaatniont is played four-fold, and makes a 
quicktr Difpatcb' of the Ga.we, -than Jripi : 
. Bcfiirct«iiiakcgoodyourTrey--Aoe'-BointS, 
-hif boldly; and corloe .away-as Mt -u you iCan> ; 
.to jVblcb End, if your Dice run high, you 
will make the quicker Difpatch. 

WhcB you come to bearing, have a Csk of 
makiog-whea you need not ; and Doublets 
newfiwiU-ftand.you.moft in Stead. 

JOhorif .bear togitlrer, he who is -firft ofF 
.witboitt Skubictsfw^ins I. 

If both bear, and one goes off with Dou- 
blets, he winsT. 

If. your Table be clear before your Adver- 
^ry^^ ^en.' become in, that is a Back-Gam- 
moHi wbieh is-j ;■ but if y6u thus go off with 
-Dii«hletfi»/it!i9 4. -* 

.„ F^je DIec are.much ufed at Irifii and Baek- 
Cammon, for the Benefit of entering. ^ where- 
fore, have a fpecial Care, that you have not 
Cin^^-Ducesi and Quatre- Troys put upon 
you ; it may quickly be pcFceived by the run • 
ning of the Dice. 

■ The Perfon who is cunning at Play, has 
great' Advantage- of a Novice, or innocent 
i; ; Man ; 
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Man ; which is commonly by topping or 
knapping} vrhich,b]r its oft^n Ffa^tke, may 
be fufpc6ted by his Adverfary : Then he has 
Recourfe ta Dtoe^ ; which run particular 
Chances for hisPurpofe} which, the other 
■ being ignorant c^, is Mmoft an equal Advan- 
tage with the former. For Einmple : He 
provides Dice that run 6, 5, 4 i it is his Bu- 
,r)nd^ to &cure thoie Points : £0 that if he 
happens to furprize aay of your Men coming 
homp} as it is Two to One but lie doei, he 
will, without a Miracle, win the Set. 

It is podible fometimes tbey may make ufe 
of 3 and 3, which are the low Clianocs ^ but 
that they feldom do, for this Reafon, the 
high or forward Poinb being fopplied, you 
mult enter, if at all,- upon the low Points ; 
which keeps you backwards, and gives him 
Advantage. The Advantage of this Game 
is to be forward, if poflibk, upon lafe Terms, 
and to point his Men at fuch a. Rate, that it 
Ihall net be poiHble for you to pafs, tho'- you 
have entered your Men, tillthe.givcsyouL.i- 
berry, having Two to One the Advantage of 
the Game. 

Directions for, plttfiitg, tbt Game &/ 
Back-Gammon. 

IN playing 3 up at Back Gamme«t your 
fir;t and chief Care is, either to fecure 

^ ^ your ■ 
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' your own or your Adverfaiys Gfique Font ; 
when you have done that, you may pulh 
away, and try to gammon him. 

when you have gained your Cinque Poin^ 
your next Care muft be* to fecure your Barr 
Pointy which is the ne^t beft, whereby you 
will prevent your Adver&y from running 
with two Sizes. 

When you have fecur*d your Cs'naue and 
Barr Points, you are next to make your 
^uatre Point in your own Tables, rather than 
the fame Point out of them. 

■When thcfe Points are gained, there is a 
great Probatntity of gammonina; your Adver- 
fery, efpecially if he is very forward. For, 
if his Tables at home are broke, you will find 
it for your Advantage to open your Barr 
point, which mil force him to quit your 
Tables with a 6 ; and your Men being fpread, 
you may not only have an Opportunity of 
catching that Man, which he brings out of 
your Tables, but very probably wilt cake xip 
the Man left in your Tables, if he had' two 
Men there. If you obferve he has a Blot at 
home, it will be your beft Way to make up 
your Tables ; For which Purpofe, you are to 
make a Blot, which if he enters upon, you 
will, in all Likelihood, get a third Man ; if 
you can do this, you may be pretty fure of 
the Gammon : But if it Ihould happen, that 
^ oQ have only two of his Men up, the Odds 
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is aga'nfl: you, that you do not Gammon 

bim. 

If your Defign be to get only a Hit, your 
taking up only i or 2 of your Adverfary's 
.'Men, will fecure " it better than if you took 
up a greater Number, that isj in Cafe you 
"have made up your Tables. 

How to bring Home your A^h. 

WHEN- you intend to bring your 
Men home, if you would lofe no 
Point, you muft carry the Man' that is far- 
theft -OCT, to your Adverfary's Barr Point, 
which is the firlt Stage you are to place it 
upon. -The next Stage is the Place where his 
.5 Men are firfl: placed out of his Tables, 
which is fix Points farther ; the next Stage 
after, is upon the fix Point in your own 
Tables. This Method you muft take, till 
you have brought home all your Men, ex- 
cept 2 i and then,, by lofing a Point, and 
putting it in the Power of 2 Fives or 2 Fours, 
it's very pofijble you may fave the Gammon. 
If youronly View be to win a Hit, your firft 
Care muft be to fill your own or your Adverla- 
ry's Cinqile Point ; but if, by being hit ypurfclj, 
you are prevented in this,, and you obfervc he 
is forwariJer thin you are, your beft Way 
will be to throw more Men into, his Tables j 
as thus: Put a Man upon your Cinque or 
Barr 
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Barr P<Mnt^ and if he Diould not hit it, you ' 
will be in a fair-Way to gain a forward in- 
ftead of a back Game ; and if there be a great ■ 
Number of Men uken up, fo much the better, ' 
for To you will prefcrrc your Game at home j ' 
and tii that Cafe, your Aim muft be to gain ' 
both his Ace and Tray-Riints, or thofe of 
his Ace and Deuce, and be carefiirto keep 3 
Men upon his Ace Point •, for, if you fliould- 
happen to hit him from thcridej you will very 
likely ftcure that Point to yourfclf. 

When you firft fct to,' yau are not to -play ■ 
for a,back Game ; for fo you would play to' 
^^ Difadvantage, aiid by endeavourihg to- 
win 3 fihgle Hit, run the Hazuxl of. being 
gktnfrion<ed. : ''■'■''': 

C A u T I '0 « s to he ehferved in playing. 

IN playing for .a Gammon, you are fome- 
. times to make vbluntary Blots, which it is 
^%at Odds in your Favour that they are not 
hit y but if it ihould fb happen, as you will 
^ have three Men in your Adveriary's Tables, 
your. Care muft be to fecure his Cinque-^a-' 
ire, or Tray Point, if you would prevent a" 
Gammon, and be very careful to prevent his 
taking up a fourth Man. 
■ Be fure'at alt Times to keep your Game 
from being crowded ; that i% not to put too' 
many Men upon your Tray or Deuce Point 
M- in 

r A.,OOglC' 
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in your orrn TaUcs } fbr, not havmg them 
in Play, you do, in a mannf r, lofe them. And 
further, by harine your Game crowded, in 
order to lave a Qammon, it's not^ unlikely 
that you will be gammoned yourlelfi for 
your Adverfuy fbf^g ypuc Game open, by 
being crowded in your ownT^les, he has wa 
Opportunity of playing his. own Gaine to the 
greater Advaptagp. 

Ifi in order iq.'vha aHit^ you find if jKcef-' 
&ry, to make a Run, and want to know cx- 
adly, whether you or ywx AdveHary it tlje 
forwardcft, take this Method. — Firtt reckon 
how ,n>any Points oflr your fartheft Man is 
frmn your Size Point, and fo of ev(f0 other 
Man that is abroad, and that you vyant t» 
bring home ; when you have fummed up the 
Numbers of thvfe that fland thus at a Diftancc, 
add to them thofe that are already in your 
Tables (at xhe fame, Time f^ppofing tbi Men 
that we|c abroad, f& if they were on your 
Size Point ready for. bearing) that is. Six for 
every Man on the Siae Point, i^iVe for every 
Man qn. the. Cinque Point, and fq for the 
Quatre, Tray, Deuce, and Ace Finnts, &> 
many Men as the Number <rf the Point is. 
Make the fame Obftrvatioos On your Adver- 
fary's Game \ by which Means yOu will kiiiow- 
who is the forwu'deft, and the msft likely to 
win the C^mci ybor Adteffary or ywL 

Parti-! 
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Pahtiodlar DfRECTTom for iimitig tbt 

Mitt. ■ ■ 

WHEN four Advcriiuy is got a great 
W^ a-Jitnd of you, you ore not co 
^f a Mui Jroin your C^atic, Tray, or 
UMCe Poiao, witb aDcGgtitobcar tfucMan 
fr«Hn the Point tihixt you htd hrd pbced it, 
fince nothing Ids than high Dpublets can 
pgfiiUy ^ve the Hk i infte«d tbere^m of 
l^yiBg an Ace or Deuoe from any of tb«fe 
Peims, ttefureto-pl^sbanfrom ,youT Sixe 
or highoft Poipti thw^ t^ throwing two 
Fives or two Fours, your SiM aoA Cinque 
Points will be fribved, which you will find 
of no (msil Adrantigp 0> you. Now, if your 
Size Point hiid boea fiill loaded, you would, 
in all Probability, hove been £xced at Uft tt> 
plof thofe Fives and Fours to your f^nai Dif> 
advantage. 

Suppofe you have takea up two of your 
Adverftrjr 's Men, aod have Two, Three or 
mere Ptnats mide in your oy/a Tdbks, then 
is your Time to fpread your Men, that you 
mby have the better Opportunity of filling a 
Pointinyouro«nTabies, orot belngin the 
way to hit a Man, which ywir AdTmmy any 
h^pen to enter. Upon his cnttriog a Afeui, 
take Nedce how (Ik Game ftanda betwixc 
you i. if yQupcrocive-thttyouf'-t is asgood, of 
Ma, ^,0!^^^ 
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better than his, be fure to take up his Man, 
if you have an Opportunity, becaufe it is great 
Odds that he does not hit you i for which 
Reafon you ought never to refufe running that 
Hazard, fince ydu have already taken up.two 
of his Men. However, if your View is to 
gain a Tingle Hit only, and by playing that 
Throw diScrently, a ixtter Chance is ofl^red - 
to gain the Hit, then forbeaCr taking lip that 
Man. 

Don't be afraid to take up any of your Ad- 
vcrfary's Men from an Apprehenfion that he 
will hit you with double Dice ■, for 'tis a Bett 
of Five to One againft him, that fuch ' a 
Chance will happen. 

Suppofe you have five PointsinyourTables, 
and tna£' you have taken up a Man of your. 
Adverfary's, and cannot avoid a Blot in your 
-Tables, leave it, if poffiWe, upon Doublets j 
for in this Caie, the Odds ^ainft his hitting 
you is very great, but any other Chance is 
mu(;h lefs againft him. 

" ' If your Game- is forwardeft, two of your 
Adverfary's Men in your Tables, is a faiicr 
Hit than if there were more -, for by three or 
more of ^hi* Men being in your T^l^, he 
has tndre Chances to hit you, tlian ^ only two 
of Ws Moi%tre in them. 
. If, on entering a Man in your Adverfary's 
Tables^ or Ux any other Reafon, you are 
ot^^ed to leave a Blot, chufeto.do it, if you 
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can, upon that Point which will dam^.him 
the moft. Suppofe, for Inilance, it is for 
his Advantage to hit you or take you up in:i- 
mediateJy on your Entrance^ you are the!> to 
leave a Blot upon his loweft, or Deuce Point, 
rather than upon his Tray Point, and upon 
his Tray rather than upon, his Quatre, and . 
upon his Quatre rather than upon his Cinque 
Pwnt; becaufe all the Men' which 'your Ad- 
Veriary heaps upoathe TntyrandDeiicePoints, 
are, as it were, loft out of Piay, -it not being 
in their Power- to niake lUs Cinque Point, and 
fo wUi crowd his Game there, and lay it open 
in another Place, which will give you a great 
Advantage ^ainft him. 

If upon running to fave your Game, you 
^TOuld prcirent your Adveriary from bearing 
{lis Men to the beft Advantage, you mut): 
obferve this Mediod. We will fuppofe, that 
upon bis Ace Point you have two Men, and 
feveral others abroad, tho' in putting your 
fAta into, your Tables, you fliould lofe a Point 
or two, yet you will find it turn to a good 
Account to leave a Man upon ^our Adver- 
fary's Ace Pcant 1 namely, that it will hinder 
him from bearing his Men to that Advantage 
he might otherwife have done, and may per- 
haps oblige him to make a Blot, which you 
may happen to hit. But if upon a View of 
y^ur Game, you fee you have a Throw, or 
any Likelihood of faving your Gammon i 
M 3 don't 
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don*t tronUe yourfttf about a Kot, becaufe 

h k great 0(kb dot be (ten*! hie it. 

7'lt Laws «/ Ba ck-G am mon. 

I. 'nr^ I L L a M«a is plactd upmi a Poiot 
X and quiaed, k canoot be laid it is 
phy'd. 

II. A Man that » taken from any^ Point 
raitft be pk/d ; and Jo it nuft be if i Men 
are taknt &oin it. 

HI. There ta no Ffciultjr if yon -jiapf wirit 
15 Men oidy, becude it b to yoin- IHfad- 
Taiit^ to- pby wi|h a kis Nomber than you 
aic entitled to» lince you have nee the adda> 
tional Man to fill 1^ yaur Tafafes. 

IV. If, before yoo entered a Man taken t^ 
and which therdiaie muft necefftrity enter* 
you bear any Number (^.Mch, fuch Men 
nrnft be entrr'd i^aio in your AdverDny't 
Tables as-well as the Mao raken^p. 

V. If by Accidcu or Fo^etfuloefi, you 
have miftook your Throw, and played it» 
and your Advedaiy, not minding it, haa 
thrown too,, neither of you can alter ic^ t>itt 
by the Conient cf both- 
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V. O^TICK-TACK. 

AL L your Men muft ftand on the Ace- ' 
P(»ntt and frora thence play forward -, 
■but have a Care of bciog coo forward, or fo, 
at le^wife, that Doubkts rcfKh you not. 

Secure your Sice and Ginque-Point, whaD- 
rver you do, and brcjJt; theqi not, unlefs it 
fee when you have the Advantage of going 
in i which is the greattl^ Atlv4iKag« you can 
rJiaVe,, next; to t Hit ; For yQur Adv^rliry's 
■1 itih Point ftanding opeh» you hare, it may 
3be, the Opponunity of going in with two (» 
yoor \fea, wd then you win a doubieGMM-. 
A Hit is but 1 \ «id thu 13, vrhdn you .throw 
^htCsft, (htcJbmftOMofyour McA yi^ 
Mach your Adreriiiry'i uidMUhd, buc ibme- 
times, tiw' it hits it, will not jpafs, hj Rca- 
fonofaStop in the Way i and then it is no- 
thing. Sometimes it is good, going over 
into your Adverfary** Tiwk* •» but it ii beft 
ka t£i Afttr-Ciuae^ 

Flaying ciofe at Home is the &cofeft W«r > 
lining at length is both rafh and and unlafe t 
and be carefQ of binding your ftfen triicn 
-you lie in Banger of tiie Eoemf . iAan&rtt, 
if you fee you are in Danger of tofing. a double 
Game, ^ve your Advnnry 1 } iTyou can» 
it is better doing fo than bung, 2. 

Here note, if yc»i fill up aJithc Points cf 
M4 your 
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your fecimd Table with your own Men» you 
win 2 i and that you may prevent your Ad- 
vcrfary from doing To (if you are in Danger 
theret^) if you can, make a vacant Point in 
Jiis Tables, and it is itnpdTible for him to do it. 

TTiisisthe plain Game of ^iVi-Ttf^i, which 
is called fo from Teucb and Take ; for if you 
touch a Man ytni muft play him, tho' to your 
Lofs; and if you hit your Advcrfafy, and 
neglect' the Advancige, you are t^en with 
^a^hyntt, which is the Lofs of t: Likewife 
if you are in, and your Caft is Aich that 
you may alfo go. into your Adverfary's nth 
■PcMnt, by a other Men, and you fee it not, 
either by CareJeffnefs ot eager Profecution of 
a Hit, which is apparent before your Eyes, 
you lofe 2 in«C(}vetably. Btfides^ it is 'a \af 
great OvA-fighc, a» your Men- may. ftand, >noc 
to dike' a Point when. yoy may do «. . 

Now Ibme play this Game with ?«a/j, Be^ 
verks, and F/yw/j Toots is when you fill 
Up' your Tables at Home, and then there is 
required fmall Throws; for. if ;yau get ovct 
^with'a Sice,' yoa'haveiKifieneiit ofT$ai3. 
. MMorits, is when yoti liave a-Man in Ae 
litfi Point of your own Tables, and another 
in Tbelame Pl^at of your Adveriary's, direftly 
anfw«ring. 

. ../'jV-t, is wken^yoaiirtttgaMan roundche 

Tables before-' ybun AdTcrfajy hath got avec 

tnsjkfifaiki to tte efie£ting ^f which there 

is 
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is required veiy high throwing on your Side^ 
and very low- throwing ob his. ■ 
' Much more might be laid as totKe Craft of 
t^^l«y»^b]K:h cannot be fo wcli difcovered» 
a» iyjm Ob&rvacion in your own w otheri 

- :. VI,: ©/ DOUBLETS ^ 

AT -P*«*/s*^'the 15 Men are thus pbced 5' 
' i^xjHt Six, Cip()He> and Quatre, there 
are 3 Men a-piecc j upon Trey, Duce, Acc^ 
but 2 a- piece. 

Hewhac^ows raoft h^tb the Bepefit of 
throwing firft ; and what he throws he tays; 
(torti^iW^iadotfk the other; what the otu: 
cbisMrs.-ai]^: tmh not» tfae.odier lays- down, for 
^01; to hi» own Advantage ; and thus they 
doiCiU«U the Men are dwn; and then thejp 
bear, : but not till they arv down V he who i& 

tfn 6r(l^ibeat3 £rft, lnd.wiU dlabtxlefly mn 
Qe»A*» , if . the iotheri ehrowti iidt DatiktS'. 
^ ow«t«)ts lUtih: iNo^liewhoilirow&.aw- 
^/>^4p4we, is (crtain to win ; for as many a& 
the T>mkIets,iKfi, fii many he^lays down...on 
^Mfs.. \<s Eica»jpfc>i ff 2 isMir/,. be bwrft 
9, «i^ jbiQK'thC0dlei':Z}«K^/tfj; andthcre-t 
*>re ^ ^hshcM »*hct n»p, ,t«|>, at hath (ligt*. 
Runners about him, hatha great- Advantag« 
hcreiB. ,-; j ,. „.„ ,■ . . „ .-: .!. 

-....'. M5 vir. Of 
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VII. Of SI C E-AC E.: ,' 

FIVE Perions may ployat ^(i4^0-Witfti 
6 Men a-piKe, th^ (me load itmthar 
with. Aces ^ Sixes bear onlf. and DiMbttt» 
drinks and throws agmir i fa hare I often- 
feen. fome who, for th« Lucre of c litifr Mo- 
ney^ have refoived rather to Jofc themfclvc* 
than a. Fenny. It i» comnonly agreokl tthe 
hft iwor or the laft Mf, AaHtoJ^ atid the 
ixft Ihtdt go free. 

vnr. e A T c H-D- o s. T, 

AT Qitcb^Daiit the feft liuwn nd kjw 
down from tfae Heap c£ Afnt wldi- 
ont the Tables ; wfaac is thrawifr «/ ic mayb 
be^Sice-DiKrc}. if dtc otlierdwowci^ierSfGr 
orDuccr and dnw them net ftom his Ad- 
verfary^ T^sles to t!i« fame Fttnt ia^ his owOy 
bitt nikes ritoV'from dx Heap, andliyr tha 
Ace dowir, Ike i» iWfc^ and kmh the Game » 
«f if be tOQcb X Mm of the Hc^». and dten 
Real hiin&lf, thaLo& it tfae fiune. Sootc b]^ 
frequent PtaiftiGe will never be dtUtd^ and 
then liiey ftnve who flull fiH ttp ribew Tahte» 
Jbfi ; which <VM)e, be who Iketft chem.off j^ 
hath won the Game. 
So puich {be Gama-witbtJt ^ Titblei.. 
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IJVJV and /J\rAr i&aGamcfbrmerly veiy 
much uftd, and may be played by twff 
or th-ee Perfwis, each- hsving a fica in hi» 
Hand. It ia played with fimr Dice. You 
may drop what you will. Sixpences,. Shii- 
KiigSj or Guineas ^ every Tfitt you drop, and 
every ikv and fyn you fweep aJl ; but ^ yoa 
tfirow qut, if but tw9 plaji, your Adverfary 
wins all i if //(^« that Out is a jBje between 
the two other Gamefters, which they may 
nttttr divide or throw out for it. Here you 
are" to obfcrve that Out is when' you have 
thrown no Doublets on the four Dice j. /«* 
is when you have thrown two Doublets <^ 
any "Sort} as' two Aces, two Duces, two 
QiM^ues, ^<?. /^ and Jm is, when you. 
Afow iU ]0oublets, whether all of a Sort, or 
otherwiftr t'iz. pour. Aces, four Duces, or 
J^rCinques,. or "/av Acest fwo Duces, two 
Treys, 7wJ0' Quatfesj Qt two Cinques^ twf 
SS«s, Gfc. " ■ ^ . 

Your Battle' may be fought for as mUch or 
as little as you will, from zo /. co'20 /. and fa 
(mwards, to 2000/. which Battle is not end- 
ed, till all the Money be won : And it i» 
frequently feeh, that in a Battle of 10 A a 
' M 6 Gentle- 
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GemletnaD hath been reduced to 5 f , and yvt 

tueh won thj: Bank ac laft^ . 

For a- GameftcF, wbo would Win withont 
hazarding much of hi& Money, Dice that 
will run Very: ieldom dtherwifc but 6, 5, 4, 
are very necelTary. If tholb loftrunients am 
not to be had, a Taper- Box wiK not be arnif* s 
that as the Dice are thcow'n iii^ may ftick by; 
the Waj, and fo thrown to . Advantage. " I 
have been told of one of thefe Sharpers, who 
catifed 3 Bos to be made, not as they arc 
ufualiy fcrewed within, but Smooth ;. and 
procured it to be fo well painted and fhadbwed 
within, that it hwked like a Icrew'd Box r 
Now, this Box was but ludf boated' wide, at 
the Top,, and nanx>w at the Bottom^ that, the 
Dice, as afordaid, miglit flick,, and the Box 
being fmooth, would eorae out without tumr 
Ming. With this Box he went and played ae 
tnn- and hn, by virtue whereof,, and "las Art 
of taking up and' throwing his Dice mto the 
Box, Ik: got the firft Night iooo/L and the 
next Night 200 /. a Year (with. a. Caach an4 
Six Horfts) and enjoys the Elllate to this Day» 
with great Imprcffeintnts ; and, never would 
liandle a Die unce, well knowing how' many 
worthy Faaailies it hath suincd. "^^"^ -^ ■ 
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11. Of V A S S A G E. 

PAS3AGE is a Game at Dice ta be 
-pUycd sf. biit.by Two Perfoos ; vid It 
U peifermcd with $ Dice. The Cafler 
throws continually, till he hath dirowit.Dou- 
blets under lo^ and then he^ is out, and 
ioieth } or DouUets abovd lo^ .artd then he 
ffijfeih, and wins. . High Rutmers 'aie uoft 
Fcquifite, for this Game, Ttic^ .as. will reatlf 
run any other Chance, than 4% -5, or 6 ; by 
.-which Means, it the Cafier tbro^ws Doublets, 
he can fcarcely throw out. There is the lame 
Advantage of thp foivoth Hapcr Bqx^ afijre- 
isuiy io ttus Gaoie, # Him uid'iuii widk 
the. like Benefit .of iiie,Dic«,-^irtietheribJ 
parting, tefpiugt jWrw^i or knof^ii^ j • : 
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inr^JI.IS Game is njoft ijttopetly dcnpijiii- 
■ 1 ^lutedi for it' Diake^ a Man, or tndow 
)iiqi, in tlie tiyinkling'<^ an E^e j. either .a 
Man,. or a Moufe. ■ 

. It is played, bit .with "^wo Dioe ; 20 Pet- 
Xons tnay.be engaged, or<as many as will. , 
There ar£;tw(J'Tiuhgs Weill*. Xhiefly to bf 
pbferrod, vt^.^pLht't^j^l^^ Chance: Thj 
'0ance\% the C^qr^, and ih^jitain the Sptr 
ter's. Thcns caiit &e' ib 'JWiWa thrown abov^ 
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^ nor under 5 : So that 5, 6, 7, 8, and 
g, are all cb9 ■^■idl' wbich ale flung at ff<»> 
zarii i Chances and Nicks^ are from 4 to so : 
Thas 4is a Chance )[d< 9, 5 to S, 6 to- 7, 7 
io<i( S tD-5, and ^ ^10 a C^oce to 5^- 
£, 7j and '8: In fhoit, 4, §, 0« 7^ 8» 9, 
and BO* arc CbaKces to any Mt/ff, if aiy o^ 
thde nick it not : Now, Nicks are ekhct 
whsD the. Chame is the fame with the Main,, 
as 5 and 5, 6 and 6»'y and 7^ and (b- ont. 
or 6 aod 14) 7 and 11, 8 aAd 12; where 
potc, that ts is M(/ to 9;-7, and 5 •, and 11 
is «itf to 9, 9, 6, and 5 : Ameft-AGe» uid 
Duce-Ace, aifi ««/ to alt A&hts whatever. 

TlucI naf ^ better itluflTace tbis Gun^ 
ic will iMt ba '«Rif>, <A ^ve one Exaoiple,. 
for your brttar lAfoNMtioia 1 7 is theA&nirv 
the Caftvr f^worn f y and <bac is bisOnneev 
and fo bath 5 -to 7 : If the Caflec throws his^ 
o«n Chance* lie wiiss Hi tii^ 1i/kxiaf fet htm i. 
but if he throws 7, which was [he JVw«» Ik* 
mtlft pay as raucL Money as 1» oq the Table t 
If i^n, 7 bi the Main,' and thd'.Cafter 
throws II, thatlsaNick, and ^^epfe away 
all the Money dn tjy Table > bdt if he throws, 
n Ch^e, he tnuft wait'Wtuch will come firft. 
Lfifiif, iif 7 be the AGw, and the Caller 
throws /fma-jfctt Duce-Aee, or la, he is 
imf; but if be throw from 4. to to* tie hattk 
a Chance, tho' tjipy are' accounted the woHt 
ChMKcs on the Dice, as'7 iitputedthtf btft 
and. 
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drid taMt^ A£)M tft be 6ang: Thus it ttn 
t or' 6; 'tf eUher c£. thnn be the Mam, ind 
the Caller throws either 4, 5, 7, 9, oT io> 
fbfe-ishis'Chaiia, whidt ir he thiowa :firft» 
he ivins, otherwife ki6«^-, -if"hd thmnv il t* 
8, a- 16 to the £ime Oift with die Mtm, hd 
wins I bat tf jtmts-Ate, or Ouct-jite vo all^ 
^ lofitthi or if IS, when the JMnii is ekher 
50*^ Here nothing nicks' 5 but 5, not 
fiothihg 9 biu^; 4 (and ^5 to 7 ia the nvHtt 
Chonoe ( btfcaufe 4 (mcknuned b^theSfaar* 
pen, LietU CUck Fiflury and f hare but tw§ 
ChoBCes, Tvey-Aoe and two Daces, orTney* 
Poce and <^aire*Ace. )n%ereai» 7 faodi 
iiiw ChmCM, Onove Duoe^ SicorAoe, and 
Qtutre-Trrp t iit lik«~CMdUion.'Is 9 aadrio*, 
lami^ but Mn> Chaftras, &o^Trrf, CShqoe 
aod^Quuic, or Slce><^«tt, awi AO0 Cinqtier» 
Kow, 6 and 8» one would think, ifaoaU 
afeH&t of bo DMfemice in Advancage with 7 ;, 
ba>tfydu.'*Ulri^«lf<MiAderthe'Cafe, you 
«ftt find « gieic Advantage in 7, over6 and 
». ttot* can that bs ? ygu^riR %. Hatti 
Has, ^ 7, aari I, 4^i/ eqaal Chances ? Fot 
Example : In Sice, Qyatre-Ducc, Cinqne- 
Ace, isA tm» Tm^b \ im S» ^ Duces,, 
Cinque-Trey, and two Quatres : And hatb 
not 7 tbrety as aforelaidr It is conlvfled. 
£ut, pray confxkr the Di&irantage in the 
Poublcts, two Treys, and two Q^res, and 
]FOU wiU find that Sice-Ducc u Ibooer throwo. 
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than tva Quanesr; 'and fo ~ tonfe^ently 
OnqucfAce, ,ot .<^)atre-X}>ice». fooaer tlwii 
tax Treys. , -■..-- 

,.iIJa9r 80 ohi;Iljcxd^ once take up a.j^w^ 
Feliowin a.Tavtrnj^wthJs veryBcCi.Tbe 
Birgun was made, that, the Rook Ihpuld tuye 
J always^ and tiie young Gen^teman 6, and 
throw contiaually. To Play they wenc^ the 
RooVwon thcilitft Dity 10/ and tha oexc 
Day the lik^e %]m>r aod.fo fer fi»J)a^ Cog^ 
thfrv-wimingiaaU 6io^ Notwichlbtvlingthe 
GcDdematv I ^am confidet)C:<,had. fair JDke, 
and threw tteiii_aJff»ysLhimfd£ And fartlKr, 
BD confirm what 1 alledged befort, not only 
IdmGfutiG^U l?W.iiiany,inote^ve«3ld^;tnGi. 
(hacLtfaey delk^'.no^igFe^t^irjAdvRvtage.tiian 
tthp-Bdt, ,of .:i'to {S. ,Bm it^ the Qj]iI^Qn.of 
ma^ thaeat:iJ»^cft-TJiFO!V:t^ CsStefTl^ 
the worftoftf. ' . ,'..". 

Hamdrd ffi:ccM^nly..tbe nvift bewitdiidig 
Gam9':that.iis pl&jBd-io^iiAc I^CC'-.t;^ vko 
& iVlanA)egiiV-te;f^ay,-.fo^0Ha4i0tJffteii:i» 
ksixd off ^:'and. jiAVUigf WcQ^^cw^aiod.faiiih 
fcffi fc-it^, he Wdfyitver,*f;eE-rpindB any 
Tbingelfc. ■ ,.-..: 

. So cnkK^ iqr Gtuats mt^ui^^ TaHes, , ■ . 
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IV. 0/ B I L L I A R D S. 

THIS poUto Amufement is tranfplanted 
from Jiafy ; and for the ExcellcBcy c^ 
the Recreation a much approved of, and 
played by moil. Nations in Europe., efpeciallir 
in E^kad,' there being few .Towns of Note, 
•miach have not a publick Billiard- Table. But 
there arc very few Billiard-Tables which are 
found true ; and therefore fuch as are exadtly 
lerdlcdi are Highly: valued by a good PlaycT ; 
for at a falfe Table, it is impoffible for him 
to fhew the Excellency of 1^ Art and Skill, 
.whereby Bunglers many. times, by knowing 
.tbcWindii^ and Trkk of the Table, have 
JliMnitfally beat- a. very good Gameffaer, who at 
a. true Table would have given litm Oddsi 
'There ulKt«nging to the Tabic! an Ivory 
Port, which ftands at one End {'and an IvOTy 
JGi^ at the othert twa fmall Ivory Bails and 
/w^ SUcks (called Mafts). .If your Balls are 
not compleatly round, you can never cxpe£t 
gcA^.l^f. in your ;Play. The Mi^ are 
made of BfozHt Ugnumvita, or Ibme other 
weigtuy Wood, which at the broad End arc- 
tipped with Ivbry ; if the Heads happen to 
•beloofe, you ffiU never itrikeafman Stroke ^ 
iMit that Def^ t» eafilyj perceived by the hol- 
low- De%dnC& c^ jcpur .^nikt> and &lnt nm- 
.n(i?gofyour»att.. ' - ; ■ :. 

The 
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The Game is 5 by Day-light (or j, if 
Odds be given) and 3 1^ Caqdle-ltghc, or 
moir, according to Odds, in HoiiKS xiax. 
make a Livelihood dieitof: But in Gentle- 
mens Houfcs cbcre b no fijch Reftridion ; for 
the Game may juftty admit of as many is the 
Gameftcrs pka&t to make. 

For .the Lcid* you arc ta flfiid on the one 
Side of the Table, (^)polke Co the Xui^, wtrii 
your SaS hud near the CuDiion, and your Ad- 
vetfvy on the other in like Pc^ijue ; and be 
tint irttb hi»Sdck makes his Boll come ticafeft 
tbeXir>^, leads firft. 

The Ijodtr mufl have a Caae, that at ilie 
. firft Stroke, his Ball touch not the Eml of the 
Tilkle, kaduig from AisWmg to the />«y«t 
iMtt aft^i Ab &ft Sttokr, hcjieed pM £tar to 
daict and latfaimfokid, that he tarfd^ 
tker be ia a Foflibility cf Ptiffim dw tiext 
-Stroke, or ib cunningly lie, that he mii^ be 
Id a veiy ftir Probaoitity of jfeacorJbi^ lua 
Advetiilry^ Pall, the vefy Stroke he pixji 
after him. 
: The Coi^fi is, vho ibtA\ pals 'fiiftr and is 
diat Strifes the^ are froqueat OwoRunities 
df Hazarding one anbchflr; and it is vary 
pknlant to bbferve, wliat Polidei afc ufed in 
himkiing one another from dici^s/f, as hf 
-turning the Pfftt miti a ftrongi^evA- Stroke; 
far if you toB-nhsndi your Stick, it nAift be 
^ right agidn ,. but indeed more prnptrly, 
■ he 



0/^ B I L L r A R D S. 859 

Ik who doth ic As, fhbilk lofe 1. Sernt- 
tifflcs it is done (irhen you fee ii » iiTObiBiUc 
to pefi) by laying your BaU in the Port, or 
bc^re your Advemry^t Balij and then Hi he 
can do is topafs after ^rou. If bfr has paffedf 
and you dare not venture to psfs after- Wm, 
for fear he flipuld in the Interim touch the 
ISi^, and io win the End, you muft wait 
upon him* and watch all C^>portunities to 
Hazard him, or Khghirh j that ia, when his 
BaS fies in fuch a Msmner, that vhen yoii 
ftrike, his Sail may hit down die K^* za4 
then you win i. ^ 

- fii]t, if you Ihould JBt^ him, and yo^r 
Sn? fly over the TaUe,. or eUe ma loto a 
Uazardy then you lofe i. \ 

The Player ot^ht to'h«T^ a curiowBfft 
Kid very good Judgment, vAen he either in- 
tends to King hts Advcrfaiy*! S4II, or ffazard 
h, in taking or quartering out juft 1q mucb 
of the i}^// as will accompUIh either •, whidi 
Obfervarion muft be noted in -pajiti^ on yoyr 
Adveffary's BalK or Corritr of die Porfk 
Some I have obftrved lb fltilfiil at this Game, 
fchatifthey have had fefs-'than a 5th Part of a 
Eallt they would TaTely m\Ci ISng or iiizard. 
■ As this is a gcntea Paftime, , fo there arc 
Laws or Orders made againft loUing, (lovcn- 
ly P%er^ who hy their Forfeitures, they 
njay be Kdaced to R^uliiity and DeOncy i 
whet^^t! be tardbf JoU lay not youf 'Hand 
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on thp Table when you ftrike, or let your 
Sleere drag upon ir» if you ^o, it is a Lois -, 
if you fmoak, and let the Alhes of your Pipe 
fall on the Table, lirtte^eby oftentirpes die 
Cloth, is burnt, it is a I^orfqture ; bqt that 
fhould not fp much deter you from it, as the 
JMindrance fmoaking is to your Flay. 

When yop fbrikea long Stroke, hold your 
Mail neady between your two Fore-Fingers 
and yow Thuinb, .thai ftrike fmartly, and 
by aiming right^ you may, when you pleafe, 
cither fetch back your Advcrfary's Ball when 
Ke lies fair for a Pafs, or'many Times" when 
He lies behind theJ^(»^,'and You at the other 
End ofthe Tablcj you may Kih^ him back- 
ward. " ; ,",. 
■ If you lay clofe, you- may ufe the fmall 
£nd oi your Maft, or. the Flat of the big 
-jElnd, railing up one Entj over your Shoulder, 
as you fhail think more convenient for your 
]Purpole. 

• Have a Care of Raking ; for if it be not a 
forfeiture, it h a Faulthardly exculaUe ; but 
if you touch your BaU twice j it is a Lo&. 
^ Beware when you -jobb your Sd/? throu^ 
the Pcrty with the End of your Stick, that 
you throw it not down ;, "if you do, it is a 
I^fs; but do it. (b.'h^fomely,, Umc ,at one 
Stroke, without turrrtng,die',/*«r/, with your 
Stick, ybii '.efFe^ yo^ijr Pui;Fpf^: ^^ is goocJ 
May to tutii the fcrt wifli y^up Tfeiff, aiidjo 
hinder 
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hinder your Adverfary from Pa,^t^ ; neither 
" it. a Fault, W- you can, to make your Ad- 
verfary a ForiuMitor, that is,.ha¥ingpaft your 
fdf a little Way, and the other's Bali being 
Iiardly through the'Pw/, you put Kini back 
s^n, aod it may be quite out of Paji. 

It amues Policy to a lay long Hazard finned 
tifna for your Antagooift', whereby he is <^- 
tcn enttapped for raihiy adventuring -at that 
DUUoccj which lies very near it, he fre- 
quently runs in himlelf, by rea^ of diat 
great Difbmce. 

There is great Art in lying covertly, that 
is, to lie at bo-peep wirfi your Adverfery, 
dt&et fiibtilfy to wan:a Fafs or Hazard. ■ 

Ihtc Note, )T your Adver^ry has not 
pafled, and lira up by the £/^, you may en- 
deavour to Pafi again -, which if you do, 
and touch the Kingj it is two } but if thrown' 
down you lofe. Sdme inftead of a Khtg, ufe 
a String ^nd a Bell, and then yoii lioed noc 
(cv to haro tht End, if you can Pa/s. Thaa^ 
is, in my |udgnient, bungling Play, there; 
being not that curious Art t^ finely touching 
at a ffriat Diftance a ISt^, that ihnds very 
ticklilhly. 

For underibmding.of the Gum thtatmgh- 
]y, pmifc the folbinng Orders. But there 
is no better Way than Praftice to make you 
perfedl therein. 

ORDERS 



X62 7^ CtTV OAM£8tSR. 

ORDERS u ik tifirved- fy Jiuh as Play 

i.T F tbe Leader tMfth the £ad of ifae 
1 Tdfatelritli jus Bill, at the firft Strekfti 
faeloiaK 

e. If thcFdlower intoid t6 hk his Advor- 
§ufs BdU or Bris ac ooc Strdce, bt watt 
String bis B^ tbat.isi kf h wea wUi tha 
Kkg, or he k^ I.. 

a. He that p^les thro* the Fcvc, hte the 
AOTUKtgc of touddng dsKii^ whkh-it z> 
if Bdt rivomi dofirn. 

4. He that paffiii twice, hia Adverfiuy 
faftving tiot ipaflea at :dl» and touches tbeiUng 
wkfaoit throwh^ him doivn, w^ a£ads. 

j. He that pfici not, Iw no other Advan- 
ftigpt than the Haonnls. 

-£. He Ait » a Foiwcttor, that is, hat 
paBed >tfaro' the fikKk of the Pen, he maft 
pa&. 'twice thro' Utc Fore*part, or he ^bnoc 
hove the Advai^t^ 4if paflnig dudt End. 

7. He that hits down the-^rt or King, or 
Hasards Ub trffn Bafi, «r flrikci: miax Bali 
over the Table, lofes i. 

5. Hr thic Hiizahls ^his AdvcTfiryls Ball, 
or makes it tat 6wn the Kng, winnedi tbe 
End. 

9. If 
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9. If Four Perfoiw play. Two agsdnft Two, 
he diat Auftakcs hii Stroke, lofes i» M that 
Side he is of. 

10. He that after both Balls played, re- 
ai^yin the Port without Conlent; or &hia» 
bis Ball twice o%etber, or that his AdveHa* 
ry's Ball touch Us Sdcky Hand, Cloacfas, «r 
I^ys hk Adverlary*s Ball, iofes i. 

11. He that feu not OAe Foot upon tiie 
Ground iHiHi be ^kcs his Ball, Ihalt Ibft tui 
Sadi or tht Ome, if he by) his Hand xtr 
Sleeve on the Cloth. 

11. A StandM>by^ 'daf ht Btts fliall not: 
inftru^ ^atffCi «r H^eak in ^Game, mth- 
out Content) Or beitig &rft aflleed > if after 
he is ad««rtMed hereof, be «dei<Kl in this Na- 
ture, ftr eteiy F^rit tx fhtAl inAUitly forfeit 
Two-pww, for tiw Good -^f the Company, 
, or not be JuflTered 10 ^y in the^oom. 

1 3. He that jiufs « BaJl, while the other 
runs $ or takes up a Ball b^we it Ue Aill, 
lofesan-End. 

14. He that removes the Port with his 
Stidc, when he (hikes his Ball, and dierefay 
prevents his Adfdi&y's Bdl from pafling, 
lofes an End. 

15. Ail CoMMf>erI]«s ai^ to be decided by 
the SiaQQerft-b)r, upon afking Judgment. 
Whoever brcidcs tJjeKmg, forfeits i j. for" 
ttK Pert lof. akid ckch Stick 54. 
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TM ORDE.RS of a BILLIARD 

TA B L Ej very Ancient. 

yST'HB leading Ball tbt upper. End awysV 

. bity 
. For if it dees, it lofes one hj it : 

2. 7^ Follower «v;ir/^King UeevenJbaUt 
, If he dejis pa&j or hit the ether's Ball i. 

Or il/e io/e One : the Hke, if either lay 
Their Arm or Hand e» Board when they do 
flay. 

3. Tb^ Man witu one who with the other's Ball 
So ftrikes tbeKing, that he detb make himfail* 

4. Ifjtriki^ at a Hazard both run in. 

The Balljiruck at ther^ an End Jbail win. 

5. He lofes one that down the Port doesjting ; 
The like doesJie that jq/iles down /ivKing. 

6. He that in Play the adverfe Bailjball touch 
fTitb Stick, Handy or Clottihs, forfeits jvfi 

as much. 
1.AHd be that twice has ^%i%^d jhdl towbthe 

The ether not pafe'd at alljliall two Ends win. 

8. If both the Balls over the Table ^y, 

7 be Striker of them lofes one thereky. . 

. And if but one ufen the Btard otttHdt 

The Striker's ftill the Lefer of the Sxd. 

9. One Foot upon the Ground mr^Jiitl be fety 
Or one End's lofiy if you do (hat fvrget i 

And 
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^td tf yen ti/act JbaU nach aBaiit*rthe 

Hathfinck ketwten, an Mmdfsr him isfrtt. 
ijok 1^ mj Stander-ij jhsU chanct to Eett 

AhS wiB inftrua^ b« ti>etfmi0 peg tie Set, 
II. Tbi Ptrt vr&ing imngfet^ who mevts thi. 

If^rb Hand or Stick, Jhall hji that End or 
Cane. 
iz^ ikibat tatf-tvichi hiijqpafj*dy orjlrihe 
the other 
tnt» the Hazard, it aUffafdaiotber. ■ 
13. IfatTj Stan^-hy fi}aU fiap a BaUy 

f hi Game being lo/ithtreiyy be pofs for alh 
1^ If any Pafs hefiricken hack agaittt 

HiiBa& itforrJhaU be accsmatd vain. 
^t^ He tbtit hreaktaief ITiv;^ With VioUnce, 
Kingi Port* «r Stick, it (a make gtod (be 
Offence. 
t61 if My not tht: Game doth fuify knew. 
May ajk t^o^ber whether it he fo. 
Rimmier 0^0 when the Game yea iciM, . 
70 fti it 'up for fear of wnagling. 
1 7, He that d*t6 maktbisSaHJitlGt^ UghfUt, 
And hilts the ttbtr, ferret imo Endsforit, 

V. Of Fftfub Bill iards. 

SO called from their Mannar ii pkqiili^ 
ilu£anie, nduchiaoliljc wkh.JW<7^JA»i 
BaUt : Port and King being now wiiollyliiW 
afide; 

N , ,, ..The 
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' Tlie Salif ufcd at SiiU^ris^ 3s p]xfti. afber 
the Fremb Maxaku are much lai^er dian 
thofe above-inenticHKd ; vid the Rules of the 
C<fflr/'aTC asfoUow» viae. . 

ORDERS W^ ehjerveda the French 

BILLIARH-T^BLE. 
I. fT^OR the Lead, put the Ball at one 
J? Er4* and playt^faeaeaieft tbf CaQu(» 
next to you. 

U. The Dcartft to the Cufbion Ihall lead, 
Md chufe which Ball he pkafb. 
. HI. If the Leader holes him&lf attbe firft 
Stroke, he lofcs die-Lead. : 

IV. He vho follows the ]>ader, tnuft 
fiand within the Corner of the Table. 

V. He who plays upon the running QaH, 
iofeth I. 

VI. He who touchcth the Ball twke, lo- 
fcth I. . 

VII. He who toucbediboth Balls lofetfa i. 

VIII. He who holes both.Ball9. lo(eth2. 

, 311. He who ftrikes upon his Advcriary*s 
'Ball, and hoW himfetf, lofcth 2. v 

X. He who plays agunft the Ball, not 
(biking it, but hole? him&lf,. lofeth 3. 

XI. He who does not hit his Adverlary's 
Ball, Iqfahi- : 

XII. He: who ftrikes. both Balls over the 
Table, lofes 0. 

Xin. He who ftnkes his Ball over the 



Of FYcncb BIL LIARDS. 267 

T^ble^ and docs not hit his Adverjl^'s Ball, 
lofeth 3. 

XIV. He who retains the End of his Ad- 
Vtt1ary*s Stick when playing, lofeth i. 
■ XV. He who plays anotfier's Ball without 
Leave, lofedi 1 . 

XVr. He who takes up his Ball without 
Permifiion, loftth f. 

XVIL He who flops the Ball, when run- 
ning, loieth I }. and tf near the Hole, he 
lofeth z. 

XVm. He who blows upon the Ball, 
when running, lolcth i ; and if near the 
HoM he loieth 2, 

XrX. He who fliakes the Table when the 
Ball is running lofeth 1. 

XX. He who ftrikes the Table with jhe 
Srijcic, or plays before his Turn, loieth 1 . 

XXI. He who throws the Stick upoh the 
Tabic, and hits the Ball, lofeth i. 

XXil. If the Ball ftahds upon the Edge 
of the Hole, and after falls in, it is Nothing, 
but muft be lent where it was before. 

XXIII. If any Perfon, not bring ohe of 
the Gamefters, ftops a Ball, the Ball muft 
ftand in the Place where it was ftopt. 

XXIV. He who plays without a Foot up- 
on the Ground, lofeth J. 

XXV. He who leaves the Game before it 
is elided, lofeth it. 

XXVI. Any GameftCT may change his Stick 
in Play. N a XXVII. If 

r A.,OOglC 
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XXVlt. If aoy Peribn bnaks i Stick, of 
fhe Mattt he muft jpay Six-pence for the Stfci^ 
and two Shtlliius for the Maee. 

XXVnL Jfmy Biffcttace arife about 
falfc Flay, the Marker (^ the Game wtaA 
decide it. 

XXIX. Tbofe Perfons who do not pJay, 
tnuft not (land near the Table, bat ffve tbo 
Gamefters Room enoi^ to play. 

XXX. Whoever lays any Bet, and is nOK 
a Player himfetf, nuiH not give any Advicfl 
relating to the Game. 

I now draw to a Conclulion of this Trea- 
fife i but think it very proper to "note, it is 
Mjr Duty Iff remind yeu. That in the general 
Courfc of Play there is no Safe^ in any Game 
whatever. 

I ihall inftance a remarkable Piece of Kna' 
very, that is well known to the Town,, tho' 
at prefent not much thought of, -wluch was 
committed' a few Years pan by a PckTod who 
was grown weary of leading a iblitary Life ' 
behind the Counter, fo turn&d Gentleman at; 
large, in Expectation of making his Foroine 
much quicker than by dint of Labour and 
Induftry. He foon became Matter m the Ar^ 
and Myftety ^ BilUardjy.3& yiii\ appear by 
the Sequel of the Story. 

R. and B. two Perfons of Diftinfdon, 
made it thdr DlVcrfton tomect every Daf 
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bi PaU-MaU, and pals away many Hours at 
Biniards, which broiuht a vaft Concourie of 
People together to kg tbem play* tho' ac 
the firft Outfct they played but for Trifles. 
R. was a bener Player than B, theref<uc to 
make the Match as equal at poflible, R. gave 
£. One } which really oude every Gatne 0> 
uncertain, th^ any one nu^it ^ve had bts 
Choice, alcho* it were fac 100 1. Atkngtk 
chey came to play Ux confidcntble Sums % 
which took Wijid, and drew all the Sharpers 
about the Town to the Place. 

This Match continued fome Time with 
Mnle or no Advantage to either Side : The 
Sharpers took R'i Side, kaowing him to b« 
the better Player 1 aad he was always fedatc 
and cool, win or Icde ; yet it did not an- 
swer their Expectations, the Games were al- 
ways precarious, and betting Money that 
way was thought to be like licking Honey 
oS of Thorns ; they rtlblved thercfefe t« 
fiaod noJter tili an Expcf^cnt could be fewd 
«>ut to caufe B. to beat £■ Wd it w;ts aot 
lof^ before they efl^ded ft* M will mpHr 
inOftnflty. You tnufl: koow. that both ^ 
(Mid B. bought their own Slides, and vav 
fy very curious, that they bad Dreven^ 
with Lock and Key nude w each of then 
to put their Sticks intQv io the Billiard Room. 

After many Debates bow thefe Sharper^ 

woe u> tike, in the wWc Compaoy, the 

N-3 Per- 
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Perfon that quitted the Counter (whom I 
ftiail'call E.) was thought the propcrcft Per- 
ibn to put this Defign in Execution. 

The firft: Stq> he took was to poflcfs him- 
ftlf of /i's favourite Stick, which he con- 
ilantV played With. Notwitftanding the 
Lock and Key, he took it away unknown 
to any but bis Companions ; he had prrpared 
an Jnftrument made for the fhupole, u 
Ihave or pare away each End of the Stick, 
and leave, in the Center, a Riling undif- 
cernable to die Eye of the moft Curious, and 
then put the Stick again in its Place. 

When R. came afterwards to play vnth 
the Stick, B. beat him fevenU advantageous 
Games } Tor R. frequently ufed to hit ZTs 
Ball on the wrong Side, (b put himfetf in, 
imagining all this Time that his Hand was 
out, not in the \ea!i fufpcfting ■ rfie Fault to 
lie in the Stick : The Confederacy by this 
had their Ends, and puflicd on the Via<My. 
At laEt the Man of the Houfe (not bung ia 
■the Secret, and having loft his Money I^ 
backing R.) fufpeded the Cheat ; and upcni 
Enquiry he found «ut theCaofr, and iuait 
acquainted R. with it •, 'fvhich furprized him 
■mightily for the prefcnt, perfcftly knowing 
'A to be a Man or more Honour than to be 
capable of afting fuch a Part. R. finding 
■hiftjfflfthusfurrouftdcd by Thieves ahdSfaar- 
persi' never cam^ to die Houfe aftnwards: 
This, 
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This, you may believe, caufed fome Talk 
aad Ncnfc in the Town ; but the '•Affut en&- 
ed thus: Evciy one, kept, what they had 
got, the Man of the Houfe' 16& both his 
^Mifney, and two very great Benefa&ors i and 
all the Satisfadion that he ever got, was, at 
laft, to find out the Place whefc £. had 
, b<>ilght the Inftrument; 

To cdnclude : *' The Sims of our-Nobi- 
** lity. and the Heirs a> lai^ and plentiful 
**. Eftatcs, efpecially tho^ whp become too 
.," early th^ own Mafters, are the Viftims 
** .of'Sharpers » they are made a Prey of 
J* xhofh reafbning Savages, thole Nfan-hunt- 
*' ten, that form vile Afibciwons with an 
.** Intent to overturo as x&dnj honeft Socifr- 
•* tiqs,a5they can i and only, live in Peacie 
•*jt<^l?ther,t^ .being united in a Confede- 
'*' der^cy to fpreadDe^laj^qn .ai]id ConfufioQ 
■** ' amongft the beft Fapiihes in the Kingdom. 
"The very Heads of fuch Families m^ 
** potimprpperly be called tbe.G^iBtf of (what 
"they with ajdiDerifion; of their own Vik;^ 
" ne&ifxa(^ die Gam^iiiig^ Fraternity " , 
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2^2 DivtriiHg Atfiujements 

Some Diverting Amusements 
upon the CARDS. 

I. ^v find out ^mong icverzi Cardst one, that 
another has thought cf. 

HAVING taken omoftbe IVk, a 
certain Number of Cards, and laid 
them OD the Table, before the Ferlbn vho is 
to fix his iTbaught upon fome particular Card, 
placing Chrm in a regular Oidett begifiRing 
vith the Lowermoft, and ranging the one 
sbove another, with their Figures and Fdiiits 
upWarrfs, and Counting them readily shtt yott 
may &nd out the Nuthber, -iiHih for £x- 
mttpk, -we AaQ fupfcAfe Co %e iteUfvt Calds ^ 
bid him lieep in Mftid the Nttr^r ^at tic- 
^Htiflcs the OrdM' of' ^ Card he Itat ihmght 
of, narndjr, dw, if Ik has tbexgift (Sf the 
firft i two, if he has tbou^l of ^ fKond t 
thne^ if he has dtoughc of the fUrd\ <^c. 
Then lay the Catds one Sbove-aoortier, 
upon the reft of tbe Pack, fir/k that which 
was Ihewn firft upon die Table, and that 
U0 which was iafi Ihewn. Then afk the 
Number of the Card thought of, which we 
(hall jicrc llippole ijo be lour, that is, the 
j^urtb Card in Order of laying down, is tbe 
Card thought of. Lay your Cards with their 
Baces up on the Table, ojk after another:, 
bcg?n- 
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begioning with the uf^ienna^ which jc* 
arc to ndu>ti/0ar, die Number of Uie Urd 
Mi^ght of ( to the fecond, next to it, will 
be ^vA, and tlie third under that, fin^ and 
fo on, till you come to twtlve, tht Number 
cf the Ords you 6ift {dtcked up»ti to fhew 
the Petfon ; aad you will find the Card which 
the Number twdve falls t(\ to be the Card 
4bmgbt of. 

II. Severn Pamb of Cards hett^ propo^ 
^rpMvm t» ai maxf t^trmt Pefms, to tht 
£xJtbatMeb P^/9nmaftias)kiifOMooet Mid 
ieep it in bis 'St^ud ; bveo it guefi riv refpec- 
Cive Card wlMb ^seb Ptrfeu bat thought «/. 
' Let us filppole riine an tbrte PerloQS ia 
Osnpuy, and tbra Cards fhewn to the firft 
VBTJan, thac he may tbini upon cue of them, 
. and diefe tir£S Cards hid a6de by diemfelves ; 
then three other Cards held before the Jtctnd 
Ferfon, ibr the &me End, and Itkewtk laid 
apart « and at iait thrtx difiereat Cards a* 
gun to iIk liiW Berfon, to die iiunc End, 
«id fikesnTe laid apart. ■ Tt^ done, turn up 
^ fil-ft fi^nu Cards, laying th«m in tbret 
StstiaMi.i upoa theTe Atrvr, lay the next tbr» 
«Kiier Cvds thtt were Ihewr. to the ftttnd 
f*erron4 aod abom tbefc, agato the tbret 
laft Cards : Thus you have your Cards in 
ihnt Pticels, eadi of which confills cf ibr» 
Cands. Then afk each Fcdbn in what Par^ 
cd is (heCn-d he tiuugla {rf"} ^tec vbidi 
N 5 it 
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k will be eafy to diftii^uilh ; for the ^fi 
Perfon's Card wiU be the 6rA; of this Heap \ 
and in like Manner the ftcon^^ will be the 
fccond in his ; and ^ third PerfoD's Cvd 
will be the third in his; 

III. Several Cords being forted into dirce 
tqnal Hespt^ haw te guefs the Card that, anj 
one thinks of. 

It is evident that the Number of Cards 
muft be dtvifible by fhree^ Gntx the three 
Parcels are e^ual. Suppofe dien there are 
36 Cards, by Conicquence tberc are 1 2 in 
each Parcel ; as in what Parcel is the Card 
thought upon } then put all the Heaps toge- 
ther, fo as to put ttut which contained the 
Card thought upon between tl>c other two ; 
then deal the 36 Cards again into three equal 
Hands, (^fervinjg that Order of the firfi 
Card to the firft, the feeend to the fccond^ 
the third to the tbirdy xkx fourth to the fafi 
i^n, and fo round, dealing i Card at a 
Time, till die Cards are dealt ofi*. Then 
ask again, in what Heap is tlic Card thot^bt 
npenj and after laying tc^cther the Cards, 
fo as to put that which contained the C^rd 
between the other mw, deal off again, u you 
did befwc, into three equal Parcels. This 
done, aik once more, what Parcel the Card 
is in, and you will eafily difHi)gui(h whidi 
it is, for it lies in the Middle of the Heap 
to which k JscJongs, that is» in this £Kuiip^ 
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ii the ^xih Card ; <x if 70U will, to coVer 
the ArtHia the bettef, you mxf tajr dieirr 
alf ts^gakiccy as bdord, and the Card will 
be in the Middle <£ tlw whole, that is, the 
cig^iteeitth. 

IV; to pufi tU Number ofa Card Jtmoh 
out tfa Piquet-Stock, aiiJftiHg 0/32 Cards. ■ 

Aiter any Peiibn has drawn what Card- 
lie ple^, you may know bow many Points 
are in t^ Card th» drawn; by reckoning. 
erery Knave /W0, Queto tbree, and Kiilg 
/euTt and the reft according tt> the Numktr 
«f their Points ; then looking upon the relt 
ef the Cards, one after another, add the 
Points of the firft Card to the Psints of the 
JecaUf and the Stun to the Pinnts of the 
Mtd, and ib on, till you come to the laft 
Cord i taking Care al} along to throw out 
. >o, when die Number cxcocds it ; upon- 
which Account you fee it b necdHs to 
Rckon up the S'enSf. fince they are ta be 
thrown out ; onIy:7ou muft always add 41 to 
the li^ ^m, in otdev to hare another Sam, 
which being fa&traStd from 10, if it be left; 
•r from ao, if it be . in<»<e, the Remainder 
will be the Nttmbtr of the Card drawn : fo 
^t if a remain, it is aXiutv, -if 3 a ^mm, 
iS-j^jiKii^f andlbon^ 

■ -V.! 7o guefs the Nuv^er of tkeVcfOif,' or 

Drops, of two. CaxAi drawn out if a Pack. • 

N 6 .Whoi. 
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Ind them add to e>cb ^ the Cvds df^wa. 
«B many ether Cards m bit liimkcr h wulcf 
•S, wbidi i« »Moict¥ ^ ^ F4ck. w»u* 
ing i( fmng upon eacli faced Qmi «hit 
^tiii««f heplirafeB^ if )l)e/i3^ Cafd be lo, 
add Co it 15 Cuds s and if ^ffornd Card 
Md be 7, add C9 it 18 Cards \ Jp ^at ia 
this Exmmfky tbere will retnaio but 1 7 Cardf 
in the iW, the w^ote lA'iMi^irr cakoQ quc 
unountiiig to-js i then, taking -the RenaJA' 
der of the ^4^ into your Huidi. aad fiad> 
ing they are buc 17, toticlude that 17 ii 
the JoiHtHmhtr of idl ths PwOt cff the c«o 
Cards dnHTO. t 

TtiCfmii^ti.J^'t^ei yoi-wed oot fowh 
the Card«, but order the Dramer 10 fuktr^ 
fbe Numhr ef ^ i^M»// cf each «f tiic 3 
idrawn Cards from z^ which b a Nlokty of 
cfae Poik, and direct him to add together ite 
a Rm^ndtrst and ac^aiiit .you with «Jic 
&m, tb3tyouaurf>dffv#.it from 5« fJw 
JS&M^ of tlu! whole P«4 <fae MmaMtr «f 
tiiti bciag what was tnqBiwd after. 

For Ejtompk, Stipule a>o «nd a 7 are tte 
Carda drawn, take iq fkHn 2^, and tiitfe 
wtU remain j^t and ifyou false ^fr«n) t6,tlte 
Remainder is 19. The Additipnof the tw» 
Rtmainders 16 and ig, amount totheSumof 
95, -n^ut^JaiireiUdivom j2, loaves 17 for 
the JkbM^ «f -<tke iVAur of the Tom draiTD 
CAM>r. THE 
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PART in. 



Tie Gektlemak's Diveisiom, 

I a ihe ^rti and M^flerief of Riding 
Kadng, Acchcrjr. <iWBowlirg. 

Of XlDltlQ. 

AS an btKidaQioii » tlic Act cf Rii- 
iBlKlli ItlMIlkit^B9^i^i«Kl^rMt»f 
di; turoing ofa young (M\i to on- 
der Iki^^mo^ oblfrw* c^ -alttsr yovr ColF 

^.Vfjfid xoj Eb»t |>amilkt^cx tlut Jie wm tatp 
f^ cw<3^ «)flwu( A9«ii)g Amrgqn tlicm* 
lyitg, :vid win li)fo Ms Kcc^ to Iwdle 
«ih1 ft»9kc bin in wn« Fan of t^'$94y he 
aliinVA (»(♦, thw « a Tin» IP «8«r W 
Jibe &#l«i iirft li^wg. it in the Mwecr, 
*lw *« .ifflif foMH » it, iuKl thorefey are* 
#;<i«w«i< 'wiiit: itt «fsg «11 «<lwr Mswin 
chat 
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thaf hf f p^y "Qf bg af ra i d eidier rt tV -Sirfit 
thcnrof^-ttr «t the Noifc of tbe Sdrrupi. 
Hsma% gently put on the Saddle, take a 
Jweet watering Trench mfh'd and anointed 
with Honey and Salt, and ib p\act it in his 
Mouth, that it. may hang diieoly about hii 
Tufli, fomewhac leaning therecHi : Having 
lb done^ which muft be m a Morning alter 
drefling, then lead him out in ycnir Hand» 
•od water -him abroad I then Uwg.hiniin.t 
and after he hath flood rein'd a little upon his 
.Tmch, an .Hour, or theresbouts, then~ ui^ 
bridle and unfaddle him, and give him Li- 
berty to feed itill Evening, and the|i do as 
before ; having cheriflied htm, drefi and 
clothe him for the Night. 

The next Day do ac yoadtd -before, and 
' after that, put on him a ftrong Mufrole, or 
^haip Oavezan' and Martingtde, ''Wliich "you- 
miift buckle at that Liength^ Uix he may-on- 
Jy feel it when he jeiketh up-hisHcad, thai, 
lead him forrftinto-fMBenev/ ^W*d Land; 
or- f^>GFOund-, and theic/havr^ madie him- 
srotW gotid'~while abbut.'in yeUr Haiid, t6 
take him off ft^m "WantonA^ and wBd 
Tricks, oflwr to moun^ irfiich' if he then re- 
fufc, tr«t him (tgain- in yoiir Hand, then put 
yourFoet into die StimiJ), and mobnt hstf 
iWayj-and difmotlnliagain ;' if be feefln dH^ 
tafted ;«: iCj'jiboQt'With him'agairS ^mdlet 
hitn net WBRC C<ms£tidni-bi»^ Ixjlfike k 
I^tiently,. 
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Mtiaitlf, cfaerifh bim, and place jaat ielf 
ID the Saddle, but ft^ there a very little 
while, then ohcriih him :^n, and g^ve him 
finwl or Gnfs to feed on ; then having Icea 
sU Things fit and ftrong without Offence to 
your feJf and Hotfe, remount him> placing 
yourlelf even in the Saddle, carryingyour 
Kod inofienfively to his Eye ; then let fome 
Ferlbn, having in his Hand the Chafi'-halter* 
^kad him a little Way, then make him ftand, 
and having tiherilh'd Mm, let himfbrward 
again } do; this leven or eight Times, or & 
onen till you have brought him of his own 
Accodtogo forward, then mu£t. you ftay 
and cherilh him, and having brought him , 
home, alight -gently, thea drels and feed him 
well. 

ObTerve this Courfe every Day till yott 
have broug^ him to. trot, which will be but 
three at the moft, if you obferve to tnakt 
him follow fome other Horieman, ftopjMng 
him now and then g^dy» and then making 
him go forward, remember hia feafonabtc 
Cherifhings, and not foi^tting his due Cor* 
refbons. as often as you find him frovard and 
rebellious } and when you ride, abroad, re- 
turn not the fame Way home, that you may 
make him take all Ways indii^rently/: And 
by thde .ObiervatioDS you will bring him ta 
underftand your Will and fuqxtfe in le& t}aa 
aFortiught's Time. . .i 

Having 
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Having )«w^ TOOT Hmir t6 reodm fw 
to kis Bwk, WK rorc-rig^ ftt^ and fccirc 
mdi Patience and Obo&atx, be airvcr o^ 
mindful «f your H^t ComSitast «nd Gfv- 
f^iM^j, w)ach confift in the Vakty BrUk, iUd, 
Caha of tie Legi^ and Sfurs \ the taft of 
which is chirf for Corredioii, which muft not 
be done ^lindy^. but fim^y, wbca OocaBoa 
finll reqinrc it. 

■ Cheriihingt vrajht cocnpiehemlcd vidua 
Ihwe Hods i the Voice ddhvrcd fbooth^ 
and lovisigly, as, A ^ ^< fi* > ^° ^^ 
■ Hand by dipping him geatly oe die Neck 
or £uttipck : L^y, the Rod by nibbkq; 
lum thcTNvidi upon the Withers of the Muiii . 
In which be ver7 jxutdL dcl%bs. 

The next thing you arc co r^ard, is dK 
Mufiole or Ca^nio- and Mardneale i this is 
m osct^cnt Guide oo a wtlLdii^Qfiid Horft 
for ietting <^hii Head io due Fiocc, form* 
ing of hit 'fiido, and making him ^pear 
lomlfy totfaa £|B of a Spe£bi»r« and wicfaal 
tbisi6afluii|i Qw i o ^on whoa aHocife jcdc* 
eth up bii Ivafe, di£irdct«. hit Hadj or «n> 
deavflam to run amiy with hit Ridsr. 
' TM Mnaor.of platring it n ^iia: XjCC JC 
iMaKibnttwhac kar, wdrdt spot the tender 
GrffiteofiiKHarleV Noft, tfattfaetnafiK 
l)he.nu«e Ibifible 4if OmieaKin t And let it 
oat be fttait :^ loakt «henbythe Horfa 
nuy feel, upon the yielding in- of J^t Hud, 
how 
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how iSk Offence goelh from Mm, and bf 
that Mc«fU be made feiriiblir, tkat tiU own 
Dlfbrdn- wis his onfy Pbnkhmcnt. 

You muft care^li^ obTflrvc bow you win 
your Horfe's HcmI, dnd br fhoft Digicn 
iMing be MvtingiUe itratcc^md ftraisrr, fii 
as die Herfi: may ever -haw agemlePeding of 
%he feftie, and no taatVy till <hii Head be 
brought td its tnie Fei<fai£tion, and tlia>e ftay. 

When you fewc brought your Horte to 
Icftic Certairfty of H^in, and willtwtfttfti*- 
right, then bring him M Hk tFeuiing forth of 
the large Rings. If your Horfe*s Nnure be 
i)0i^al and dtilli yet Arot^, trot hitn Btft ftt 
Ibnie newi^awM fStfld v -but it'agiW, and of 
'« Any BpiriTy ttK« 8^ tihn in iotm 'fitfidy 
-^wnndr and^vra m«k out A Ipadidvs largfc 
King, about «iY bun^d PuKti hi Clfcum- 
firrrM!^ HavlAg w^'d hktt about it ^^be 
Right ieven or eight tiHicfi, you mi^ ¥ben 
by aliftl^llnhntngof^aur Right R«is «nd 
laying the'C^oif yoar Left Leg to Ua ii^, 
making a hMfOtide'Wtthln your fting, up- 
-Oh- yotir mate iiand idown' to i^e Cuffifr 
tthemj;' mMTdien t^.ftriiUmng alMtl* yov 
I>ftR«tn, and laying Ybe Cult lorvAOtRJ^ 
Leg to hia 5i4e, making wiocKer SemS-eU^ 
. «o your Xn^ Hwid imm the CcRter to %ht 
utmoft Verge ; fA0f'i*/ii ^Settii'tuft^ e«n>- 
ttai«^' tom^S^'Vita maltti a fti^e&Rfiman S 
witblft 4b6 Rbg^ ii-il»t keep yttw Svft lafgifc 
Circum- 
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Qrcumferencc, walk your Horfe about k 
your Left Hajid, as ofi.as you did on you 
Right *, and then change vntbin your Rii% 
A you did before* to your Right Hand 
again t and then trot hioi iirit on the Right 
Hand, and theh^ on the Left, as !or^ as you 
Ihall think convenient, uther one, two, ts 
three Hours, to perfed him in his IjcSoa -, 
and this muft be done CTcry Momii^ and 
.Evening too, if you find your Horfe flodifui 
and duJ] ; otherwife you need not take fe 
'.much Fains with him. 
, Having tayght him to trot the large Ringi 
perfectly, which will not require above four 
or fire Days \ then in the lame Manner and 
.Changes make him gallop the .iaoie Ring% 
.making htm take, Up his f!<et fo truly and 
loftily, -tljdt"oo.FaI(hood. may be perceived in 
;his &roke, but that his inward F{«t play be- 
.fore his outward, and each of a Side follow 
the other, io eza^ly, chat hit Gallop may ap- 
pear the bell Grace, of all his Motions. 
• Here ii'tf/*, Yqu njuft not enter him all « 
cbce to gallop, this great jRing, bpt by De- 
grees » fi^lft a Quarter, then half a Quarter, 
:tff. ever rqtnembring not tofOTcehim into it 
;With the 'Spur,, bMt. by the Lightnels and 
.Cfaeerfuln^fs of yoijr, Body let l^m pa($...(tf' hit 
own Atcord.M«P8,eafl<(p«/ ;■■,.." ^ > 
: H«!p|,,Corra£tions, i^nd .-CterMtuQg^ ~ii> 
dte J^iig-tiurn« ',are..ia»afprpfii«a \ ji^^^^ 
.'; ' ' ' tion 
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tion of ^ Voiee, and the threatning <rf' the 
Rod, and ftraitning of the Bridle, are good 
Helps, which you muft ufe as you muflt the 
Spur, Rod, and Leg, for dmcly due Cor- 
rDfticHis : Neither muft you ever cbcrilh with- 
out Dcfert. 

Having, made your Hotfc galley n well 
as trot the Jarge Ring, then teach him to ftop 
fair, comely, and without Danger, after this 
Manner : Firft, having cherifh'd him, bring 
^im into a fwift Trot forward about fifty 
Paces i then draw in your firidle-haad ftrait- 
]y, and fuddenly, which will make him g^ 
dier up his hmdcr and fore-legs tc^iethcr, 
and thereby ftand itill : Then cafe your Hand 
8 little, that he may give backward ; which 
if be doth, give him more Liberty, and che<- 
rifli him : Havii^ given a little Rdpiti^ 
draw in your Bridle>hand, and make him go 
back three or four Pacesv at wluch' if he 
ibike, infiantly eaie your Hand, and dnw 
it up ^ain, letting bim come and go till he 
yield and go backward ; but if berefufe it^ 
|:t fome Fofon ftandii^ by^ put iuin back!, 
.and then dierifh lum, that he may know your 
Intention. Thus every; Time you. Rap, 
make him retire, till you have pemdcd. him 
in thefe two LcfRms at one Time. ' ' 

, Hove aGsre that the Ground be nocaii>' 
pery where :yau. flop, but firm and hard, left 
tbe Borfc ^ptelienfhtt nfithe; Clanger, of 
..'. falling. 
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ftUingr rdiife to Aop « you would have 
him. 

Whea TOur Hode can fiop well, and le* 
tnr, you nauft then teach bim to advance bc- 
Ibrr, when he ik^^^ch j a L^flbn due cap- 
rieth much Grace and Comelinefs thereui i it 
Is peiiomied in this manner : After you have 
ft4>ped your HorTe, wtthotit giving your 
Hand aoy £ile, lay the Cdi"es of boch your 
JUr^ to bos Sides, Hsdiiag your Rod, ind 
' crying, Uft op 1 which though he tinder- 
ftand mat at fii^ yet by frequent Praftios, 
whh Hdps* Chcriitingi, and Con<e£tions, 
fB afotie&id, he will oometo uaderftaod your 
Meattiiig, But be fare you look mnowy 10 
i9m ComelineCi of the Adrandng, traicfa 
cmrflftB iq taking op hii Lcga bo£ even (•• 
gpdUTt'. bendbg them inward tt> his Body ; 
mt»t UsJUhtaooQ qiuftnoc be toohigh, far 
iear df'lH coKitDsorer upon you; bix let 
lian coach his. faiiider-Loim dole to Ibe 
Ground, biA I7 no Meaoi fuStr him to 
^rawl or ftaW: with hi& foa forward. I^ftly, 
tb mv& «ot j^v^Kc ktr his own PIcafare (tor 
-Aotisag^vn Fadt)fautfo yow^a, accerdiof; 
to TOUT Will and Gomniand. 

if in Advancing he rilo too high, f«ady 
to coQie over, or fpiawl, or paw, ^ire him 
«ot: only yciur Spurs hodi together, hut lafh 
lum twice or dnxie with your Rod be tween 
ibis £an. and if he advaoceth of bis own ac- 
cordt 
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cord, then jeik him orcr the Knees^ doing fa 
M ohcn as he commits AoTc Faults. 

Now tht Ufe of Advancing is this ; k not 
only gnceth ztt bis otber Lenons, but makd 
hb Body i^le and nimble, and tits him for 
Rady ttinung ) tt is mod ufcd in Slopping 
and then very gracefully. 

In ibe next Place, yon xmft teach ydur; 
Herf(> to yerk dot behind, after this manner : 
Aft ftion- as you hare mide hitn' ftop, pre- 
fmtty give him a Jerk under-his Bdfy, near 
hii»FUBk, which will make him undcrftand 
yoD m Time, tho' not prefently. At firft 
dnng cheriA him much, and harhig let htoi 
yaufe, mike him dO' it :^in, till be will do 
it as olten as you will have him : But above 
all, \ook to the Comelhiels of his Yerking^ 
for h ift hot' gracefiil for him to yexk out his 
hinder-Legs till his fbrc-Lcgs be. above the 
Gronnd ; and fee that he yerk not one Leg. 
ferthcr than the other, but both being toge- 
ther, 3j]d not too higH, or one L^ out 
whilft the other id on the Ground: 

Helps in Yerking, are the confhnt flaying 
of his Mouth on the Bridle, the Stroke of 
the Rod under his Belly, or a gentle ToucIl 
thcpfofon Iris Rump. 

If he tt&fe to ycrk, or doth it ^forderly, 

dien a finglc Spur on that Side that is faulty \ 

i and laftly continual difeafing him dll he hath 

done it. 
1 Now, 
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Nowt to teach' him to' turn readily' on 
both Hands, is Jirft to bring his laFge Rings 
ijito A QUTow Compafs, that is^ idibut four 
Yards in Circumference, walking your Horfe 
therein with all Gendenels, and at his own 
Pleafure, till he is acquainted therewith : 
After this, anj your Bridkrhand conftant, 
4nd Ibmewhat ftraic, the (Hitmoft Retajftndtcr 
^lan the inmolt, making the HorTcndier 
look from the RtDg, than into it ; aofVtlHU 
trot him about* firft on the one Side, thea 
on the other, making your Changes as afore- 
faid. Thus excrcile him an Hour and hil^ 
then ftop 2nd make him adviuice three or four 
Times together, then retire in an even Line* 
^terwaids ftand ftUI and cheriQi him : Hay- 
ing paufed a while to recorer Breath, fixer- 
cife him as aftx^d,. ftill endeavouring to 
bring his Trot to all the Swiftnels'-iand Lofti' 
oefs poflible, making iiini- to do' his Changes 
roundly and readily, and cauGng him to im 
his outmoft Leg, fo much over his inmoft 
X>eg, that he may cover it more than a Foct 
over : And thus cxercife him feven or ei^ 
Days, every Morning at leaft three Hours, 
and fuffcr lum only to praftife-his former Lef- 
fbns once in a Morning ; in this, manner you. 
teach your- Horfe three X^flTons n^^ber, the 
T&ra a terras the JmavaUre^ and the 
ChambUtta. 

The 

' D.5,l:sJl., Google 



Of RIDING. 287 
^ 'The ■Turn Terra i Terra- in the oucmoft- 
Circle of the flrait Ring, md the IiKavaUre 
add. Chamhktta in the Changes,, wherem he 
is forced to Up one Leg over another, or eU^ 
tp life up the inmoft Leg from the Ground, 
whilft he brkigs the outmoft over it : This 
X^flbn ~ is To difficult that a compleat 
Horfeman fhould think his Hor& hath never. 
perfectly' leam'd it ^ and therefore he mult 
continually pra£tife his Horle in treading 
tFottii^, and galloping thde narrow Rings j 
and from thence to pafs them about inGrouncf- 
GUt8,,a$ from taking up his fore-Legs from, 
the: jGrt^und both together, and bringing \a\ 
hinder-Feet in rfieir Place, and fo.paffiftg the 
King ^ often as the Strength of the Hcwfe 
and your own Reafon will^allow of. 

Thus you fee the perfecting your Horff in. 
the krge Ring wiH eafily introduce him into 
the knowledge of the ftrait Ring,, and dial), 
brings him to turn perfe£Uy, ana Stopping 
liegcts Retiring, and Retiring, Advancing. 
...Having brought your Horfe to this Pec- 
fe£Uon, take off hS.%Miifrak andTretub^ and 
in their ftead put on his Head a gentle Cffvt' 
zoMf ■in fuch manner that it lie on the tender 
GriQieof his Npfer ibmewhac ofar the upper- 
fare -of- >hi&'No(triIs ^ put 'm his Mou^ a. 
fvffe^t.fipooiii Ciinnon-hit. with a plan wa- 
tefing; Cbainv:the'Chcck bring of a large, 
$z«'.i let .the ,£^5/; : be 'thick> round and 

r- .t.,OOgk- 
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krgf, hanging tooftty uixm his nether Ltp«.l* 
dut it may entice him to pUy therewi^. 

Harlng fordone, mount, cafttng ^ Left 
Rein of your Cavtzan over the HoKe's Right 
Moulder, and beaiing it fmh your Thumbi 
«idr the Reins of the fik in your Left Hand % 
let dtt Right Rdns of the CavezoH be caft 
oyer the Left ShouHer, and -bea- it with the 
Rod in your H^nd, 'and fo trot him fbrth the 
fiift Momihg about tira Nfriea in the High- 
way, 'making him now and thai flop and re*' 
tire, and mtner up his Head in its due Race ; 
rfie next Day bring him «> Ws fottner la^ 
Rings, and perfcft him therein with the Bit, 
as you did with the- Snaffle ^1 tile foregoing 
Ldlbns, which is more ealtly done, by rcsfon 
the Bit is of better Command, and of fliar^- 
Correction • 

The next Tbihjp wc fhall fpeak of (to aTOid 
cccryThing thaMs not very pertinent to our 
Purpose) "isi rfic ff«rm'Hg'*i'g>, which muft be 
fmooth and ftrong, and very well fix'd ii*' 
the Center of the flrait Ring -, and then cau- 
fing fomc Perfon to ftand at the Poft, give 
Ilim thc'Riedic Ran of yoiirCaireaff to boM- 
^K»it the roft, and fo w^lk or trot your 
Horfi'4>out the fame as t)l« a^ you thitiK fit 
on your Ri^t Hsnd ! Then change your 
Right Rsin for your Left, an^ ^o as before. 
Continue thus doing tiW your Hiwfe ha per- 
frft in every Turn. Haring' f&doae, teach 
him 
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him to manage (the proper FoUure for a 
Sword) which is thm perform'd ; Caufc two 
Rods to be prick'd in the Earth, at wliat 
Diftance you mail think fit from one another ; 
then walk your HoHe in a ftrait Ring about 
the -firft on your Right Hand, palling him 
in an even Furrow down to the other Rod, 
and walk about tluc alfo in a narrow Ring on 
your Leit Hand, then thruft him into a 
gende Gallop down the eren Furrow, till 
you con^ to the firft Rod, and there make 
him Hop 'as it were) and advance without 
Faule or Intermiflion <^ Time ; thruft him 
forward again, beat the Turn Terra d Terra 
about on your Right Hand % then gallop 
forth-right to the ouer Rod, and in the fame 
Manner beat the Turn-about on the Left 
Hand} do this as '(^n as you Ihall think Con- 
venient. Though there are many forts of 
-Mana^rs, yet I hold but two neceG&ry and 
ufeful, and that is this already defcribed, cat- 
ied Terra a Terroy and Itudlvere, or Cbam- 
hUt^ albre-mentioned. As for the C<ir;fr, I 
need not fpeak much thereof, only this, when 
you'run.him fdrtti-right at full Speed, ftop 
him quickly, fuddenly, firm, and clofc on 
his Buttock, and mark that you make not 
your Career too lone, nor too ihort ; the one 
weakens, and the o&r hinders the Difcove- 
ly of his true Wind and Courage -, therefore 
let not the Length of your Career extend 
O above 
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above fix .fcore Yards J andbefure you give 
him fomc little Warning by your Bridle-hand, 
btfore yoii ftart him, and then Hop him firmly 
and ftrongly. 

Thus much for the War-Horfe, or great 
Saddle- 

Oftbe Horfe of PUafure. 

IF you will make your Horft to bound 
aloft, you mud firft troc about ftzteen 
Yards, then flop him, and when he hath ad- 
vanced twice, ' ftraiien a little your Bridk- 
iiand, and then give him the even Stroke ■of 
both your Spurs togthcr hard, which at firft 
will only amaze him ; but if he have good 
Mettle and Courage, he will at length rife 
' from the Ground -by often d(»ng k } if he 
doth ici tho' but little, chcrtfh him very 
much, then let himpaufe, and give him your 
Spurs again, and if ne afts according to your 
Defire, cherilh him again : Make htm do 
thus three or four rimes a Day, till he is ib 
perfect that he will doit at any Time at your 
Spurs Command. 

Next teach him to Cbrvct, thus ; hoQovr 
the Ground a Horfe's Length, where two 
Walls join together, then place a ftrong 
fmooth Poft by the Side -of the Hellownefs 
of a Hoi(ii*s Length, likewifc from the Wdl j 
ihcn over-againft the Pdft fatten an Iron Ring 
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at tHe WbH i this done, ride your Horfe in- 
m the hollow Place, and .fafteo one of the 
ftenis of the Cavezan to the Ring, and the 
other about the PoU I then ' having firft che- 
rifhed your Horfe) make him advance by the 
'Help of ihc Calves of your L^s, twice or 
Chrice together, then let him paufe ; after 
this (checifhing him again) advance him half 
« Score times ««etfaer. and -daily in<:re^e his 
iAdyancuigs, tin : yon perceive he hath got 
iiich i Habit dierein, that he will by no 
•Means go forward, but keeping his Gcound 
ixitiM, advance both before and behind of 
-an aqu^l Height, and keep juft and c«ttuii 
Time wxh the Motions of his L^s i aid tf 
iic caife his hinder Legs not high enough, 
you muft have fome body behind, who hav- 
-ing a Rod, mu& gently jerk him on the Fil- 
lets, to make him raiie his hinder Parts. By 
taking this Courle, in a few Days you will 
io icQch your Horife to Corvet, ^lat without 
any Helps, at aoy Time and Pl^ce, you may 
imake, bim Corvet at your Pleafure. 
' I need not fpeak of die CaprieUt fmce it is 
^e fiune Manner of Motion as the Ctruei^ 
ae\y it is dooe forward, guning Ground in 
the Salt, raifiog his hinder Parts as high or 
higher than the foremoft. 

If you wou'd have your Horfe go Gdc-lojqg 
on either Hand, you muft draw up your Bn- 
dle'hand Urait; ■md if you would have bim 

O 2 ^, t.oook- S^ 
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go on thf Right Hand, lay your Left Rein 
iilofeto his Neck, and the Calf of your Leg 
clofe to his Side, making him put bis Left 
Leg over his Right ; then turning your Rod 
backward, gently jerking him on the L^ 
hinder Thigh, make him bring his binder 
Parts to the Right Side alio, and ftand in an 
even Line as at iidl ■, then make him move 
his F«r-parts mwe than before, fo that he 
may, as it were, crofs over the even Line, and 
then make him bring his hinder Part after, 
and ftand in an even Line again ; and this do 
till by Practice he will move Ms fore-Parts 
and hinder Parts both tt^cther, and go fide- 
long as far as you pleafc ; and if you would 
have him go on the Lfft-hand, do as before. 
To conclude, thefe are the molt material 
Lefibos requiOte to be taught any Horle wtutt- 
cver, either- for Service or Fleafure, which, 
if cau^t with Care and 'Patience, you may 
conclude your Horfe perfect and compleac. 
But be fure you obferve this, that whatwever 
LeObn your Horfe is mtiSt tmpcrfeft in, with 
chat Leflbn, even when you ride, begin and 
end i repeating every, one over, .more <x lels, 
left want of Ufe breed Forgccfulncfs, and 
Forgetfulnefs abfolute IgnonuKx. 
Of R AC 1 14 G. 

FO R the compleating a Gentleman's De- 
light in the Art of Raei^, he is to take 
Ipecial 
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ipecial Cognizance of thcfe fubfcquenc Rules 
and Orders. 

Firft, He is to confider what is the moft 
convenient Time to take his Horfe from 
Grals, which is about Barthelomew-tidit the 
Day being dry, ^r, and plealant ; as ibon 
as he is taken up, let htm (land ^ that Nighc 
hi fome convenient dry Place to empty his 
Body % the next Day put him into a Stable* 
and feed him with Wlieat-Straw, but no lon- 
ger ; for tho'^the Rule be good in caking up ' 
Horfes Bellies after this Nfanncr, yet if you 
jcxceed your Time in fo doing, this Straw 
will ftraiten his Guts, heat his Liver, and 
hurt his Blood ; therefore what you want in 
iStraw, let it be fupplled by riding him forth 
to Water Morning and Evening, Abings, 
and other moderate Exercife. And . for his 
^ood, let it be good old fweec Hay, and 
clothe him according to the Weather and 
Temper of his Body : For as the Year grows 
colder, and thereby you Bnd his Hair rifp 
and ftare about his Neck, Flanks, or other 
Parts, then add a woollen Cloth, or more, 
if need require, till his Hair fall fmooth. 
Where note, ^bai a rtugb Oat flaws want of 
Cloth, and a fmeotb Coat Clefb etuugh. 

A Race-Horfe ought to be drclTcd on his 

refting Days twice a Day, before his Mora- 

iiig and Evening Watering, and muft be 

done after this Manner: Curry him from the 

O 3 Tips 



29+ Of RA C I hJ O. 
Tipi ot hb Ears to th« (etting on KsS hi» Tatb 
all his Body entirely over with an Iwm Comb, 
his Legs under the KiKes and Gambrels ex- 
cepted i thai Duft him and Gurry him higft 
^ain all over with a round BruQi of Briities, 
then Duft him the fecond Time, aiid rub all 
the loofe Hair off with your Hands dipt in 
feir Water, 'and continue rubbing till he is as 
dry as at firft, then rub every Part of him 
with 3 Hur Cloth ; and laftly, rub him all 
over^ttitb a white Linnen C16th } then pidt 
his Jiyes, NoIMh, Siieatft, GodSj Tuel and 
Feet very oJean, fheri ctofhe- Kffl artd fto^ 
him round with Wifpa, 

There is no better Water for a Race HiM*! 
tiian a funning River or clear Spring, abotit 
fl Mile and h:^ from the Stable, Aear &iM 
level Ground, where you may gaHbp-' hiflk 
afterwards ; having fcoped him a little, bring 
him to the Water agairt, then fcopc hirn and 
bring him teain, fo ofiien till he refute to 
drink moR for that Time ; after thi^ mlk 
him home, clothe and flop him up round 
■with great foft Wifps, and having ftood an 
•Hour upon the Bridle, feed him with fbunfl 
Oats, dry'd either by Age or Art. If your 
Horfe be low of Flefti, ot hath a bad Stt/- 
mach, add one Third of Beans Id two Parts 
of Oats, arid that Will recover both. ' 

The neJft Food you fliail giVt him Oiall 

be better and ftronger. Mid it fa Brbid, *hidi 

you 
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you muft make after this Manner: Take twa 
Bulhels of Beans, and one of Wheat, and 
grind them together ; then boult chro* a Bne 
Range, the Quantity of half a Bufhel of 
pure Meal, and bake it in three Loaves, and 
the Fell fift through a Meal-Sieve, and kneai^ 
'}t with Water and good Store of Barm, and 
tiake it in great Loaves : With the coarter 
Bread feed your Runner on his refting Days, 
and- with the finer ^jjaioft the 0ays of bis iiux- 
ercife and greateft Labour. 

The Times of his feeding upon the Days of 
^is Red, muft be after his conning from Wa* 
ter in the Morning, an Hour after Mid-day, 
after his Evening Watering, and at Ten 'ar 
Clock at Night-, but upon his labouring 
Days, two Hours after he is thoroughly cold, 
.outwardly and inwardly, as aforefaid. 

Let his Hay be dry and Ihort ; if it be 
fweet no Matter how coarfe it is, for if it be 
rough it will fcour his Teeth. As for the 
Proportion of his Food^ I need not prefcribe 
a Quantity, fince you muft alk)W him accord- 
ing to the Goodnefsand Badnefs of his Stomach. 
. His Exercife ought to be thrice a Week, 
and it muft; be more or iefs, according to the 
Condition of his Body \ for if it be foul, 
exercile him moderately to break his Greafe ; 
if clean, you may do as you think fit, having: 
a Care that you difcourage him not, . nor abate 
his Mettle t uid. after every Exercife, give 
G 4 - him 
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turn that Night, or the next Morning, a 
Scouring } the beft I know to purg; a Horle 
from ail Greafe, Ghit, or Filth whatever, is 
this ; Talte three Ounces oi Annifeeds, fix 
Drams of Cummin-leeds, a Dram and half 
of Carthamus, two Drams of Fenugreek- 
iced, and of Brimftone an Ounce and an 
half; beat all tbefe to fine Powder, and fearfe 
them } then take of Sallad-Oyl, fomewhat 
more than a Pint, a Pound and a half of Ho- 
ney, and a Pottle of white Wine, then with 
fine white Meal knead it well into a ftrong 
Pafte, and keep it by you, it will laft a long 
Time; when you ule it, diflblve a Ball there> 
of in a Pail of fair Water, and give it him 
to drink after Exercife, in the Dark, leftdif- 
colouring the Water, the Horfe rcfuft to 
drink. This is an excellent Scouring, and a 
Remedy for al] internal Diftcmpcrs. 

Now after Exercife, cool him a littleabroad 
before you bring him home, then houfe him 
and litter him well, rublnng him with dry 
Cloths till there be never a wet Hair ubaac 
him, then clothe and wifp him 'frell. 

Here note, before you air your Horic, it 
wilt be requifite to break a raw EgK into his 
Mouth, for it will add to his Wind. If he 
be fat, air him before Sun-rife, and after 
Sun-fet t but if lean, let him have as much 
Comfort of ttie Sun as you can. CMjrfmg 
in his Cloaths fomedmes to make him fweat is 
■ not 
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not irrequifite, fb it be rooderately done \ but 
when without his Clwufas, let it be fluup and 

fwift. 

. Let liis Body )x empty before he courle » 
and to wafh his Tongue and NoftiiU with 
Yin^ar, or to pils in his Mouth e'er you 
back him, is wholefome ^ having cours'd him> 
clothe him after he hath taken Breath» and 
ride him home gently. 

To be fliort, whatever is here defe&ire ia 
the right ordering of a Race-Horfe, your 
own Judgments may eafily fupply. All that 
. you have to do>' is to be careful when to take 
him up, how to dothe him and drefs hiai» 
when and how to feed an4 water, what and 
flow much Exercife is reqiuCte, cither by air- 
ing or courfii^, and his ordenog after Exetr 
cife, and what Scourit^s are moft requifite ;, 
and that I may add a little more to youc 
Knowledge, and conclude this SubjeA, take 
thefe general Kuks and Inftiuftions. 

l.Courfe not your Horle hard, at feaft {our 
or five Days before you run your Match, left 
the Socenels of his. Limbs maxa his Speed. ', 
_ 2. Except your Horli: be a foul Feeder^ 
muzzle him not above two or three Ntghtsi 
before his Match,, and the Ni^ before hi% 
bloody Courfes. 

- 3. As you ^ve your Horfe gentk Courfes^ 
g^ve him lliarp ones too, that he may as well 
find Cttmiort a»Diffleafurc tbcxcon. . , 

0'5 4. tJpoQi 
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4. Upon the Match-Day fet your Hoffebe 
«ppty, and that he take lus Reft tmdiftittbed 
till you lead him out, 

• 5. Shoe your Horft tfvcty Oay bt^are f<m 
tun hiiTi, that the P^ rf the iHanlmef** 
KrtockJ may be out of his Fe6t. 
' , 6. Saddle your Horfc on the Rsee-Dajr Ih 
die Stable, before you lead him forth, and fix 
both the Pannel and the Gi^h^ to bis back 
And Sides with Shoethaker^ Wax, to prtvenB 
all Dangers. 

7. l^ad your Horfc to his Coufle with all 
Gemlcnefi, artd gire hihi LeftW t* feieJl to - 

' other Horfe? Dung, that thweby he tfray be 
ftntJccd to ftool, and empty his Body as he goes. 

8. Laftly, When ydti come tb the Place 
Where you muftftart,'fitft rob hisLhtths'Wtll, 
dien undorfie hitri, then take his BaA; and' 
the Wotd given, fert him with allGentlerteA 
jmd Qoictrwfs tf^t mA% left doing any 't'hihg; 
ralhly, you choak hitn inhis ofrn Wiitd. 

■ A^^te^riortfe'tJi^tohaveallthefirteft 
^h^s that rtiay be, but abbVc'feH Things ht* 
tniift ^ nrmbte, tpiidk, ind fittV, apt to fly' 
with the feaft MoHort. Lohg Sfcipes are io- 
feV^lyghdd, ftrthtfthey JhtJw'-Weakmlft,. 
yet ftey iaHbre fiiddeh ■ Speed. The beft 
Horfe for this Vk, js the Arabian Atft**)^, 
athiS Baftari i WttWt ©»#*«■■ irttootl, but 
ihe'y*r*i ntuthbeiief'. ' :'■■"" ' 

Having laid'-yotr 'dcrim ail tfi^ Acfyan^-' 
^-t ' f ■-* tagcs 
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UgM for cffderii^ your Racer, from hi» 
taking up* to the Dxf of his Running, L 
hope you will make fuch good Ufe of them, 
that if upon an equal Match you Ifaould lay 
your Money on the Heels of your Horfa 
ihus ordered, he Ihall be fo far from kicking, 
away his M^r's Stake, that the Nimbleneu 
of his Feet fliall make it double. 

I might here infert the many Subtilties anA 
Tricks there are ufed in making a Match, the 
Craft of the Betters, With the Knavery of 
the Riders, but that thn are now coo g^ne- 
uliy known by the wo&l Ei^rieQCe dH to» 
many Radng Lo/ert^ 

Cf ARCHER n 

ARC BE RTr as it is a Recreation, fo' 
it hath been heretofore, and is Itill ia> 
feme Part of the Workl -nxy ufeful in rnilha* 
17 Affairs, but now quite laid afide by E^gli^- 
Men for %hdhg, there being found out more 
dextrous and fpcct^ Ways, to kill aad deftrojr 
one oiodter^ 

Yet it is not fo laid, a&de, but that it it 
ufed by ibme for P^me» cither at Buts tir 
Rovers, and fhould not be forgottcn-by Citi^ 
zem, as appears by the Cootinubnce of tbt ' 
ancient CuAom for every Lord Maydr ttr fet 
the Prize paformed by .fbooting jiobiAlly 
with. the poutid Arrow; ..'...'S >.f j «» 

, ■ O 6- "■■ Certainly 
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Certainly thb Qxoaasyg in the limg Bow Is 
Tcry healthfut for the Body, by extending 
the Limbs, and making them pliant •, and it 
haih been neceflary for a Common-wealth, 
in the Defence and Prefervarion of the Coun- 
try i but fince it Is fo little usM now a Days, 
I fliall abbreviate my Difcourle. 

There are thefe Roles to be obferved fbr 
fliooting in the long Bow. 

Firfl, He muft have a good Eye to behold 
and difMm his Mark, and knowing Judg- 
ment to underlland the Diftance of Ground, 
M> take the true Advantage of a Side-wind, 
and to know in what Compais his Asrow muft 
Sy \ and a quick Dexterity, to give tus Shaft 
a ftrong, fiurp, and fuddni Loofe. 

Secondly, He muft in the Action itfelf 
Aand fair and upright with his Body; KisLsfc 
Foot a convenient Stride before his RighCi 
botk his Hanis ftiff, his Left Ann holding; 
kis Bow'ia the midft ftreteh'd ftnit out, and 
his Right Arm, with his firft three fingers 
and his Thtnnb^ drawing the String to lus 
Kight Ear, the Notch of Ins Arrow itfting 
^k^ween h^ Foie-Finger »d Middlo-Flt^^cr 
^«f his Right Hand, and the Steel of his Ar- 
row below the Fctthers, upon tbe middle 
Knuckle of his Fore-Fit^erotthbLeft Handi 
he fliaU draw his Arrow dofe up to the Head, 
and ddivtr in an Inftau wiOMMC hanging 
oatfaeStrii^ 
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: The beft Bow is dther Spaniji or E^H^ 
Yew; the belt Shaft is of Birch. Sugar-cheft. 
or Brazil, and the beft Feathers, grey or white. 

There are three Marks to flioot at, Btits, 
J*rickSt or Severs. 

■ The firft is a level Mark, and therefore you 
muft have a flrong Arrow with a broad Feather. 

The iecond is a Mark of fome Compafs, 
yet moft certain in the Dtftance, therefore you 
muft have nimble ftrong Arrows, with a mid- 
dle Feather, aU of one Weight and Flying. 

The laft, which 'a the R^er^ is uncertain, 
fometimes looger, fometimes Ihorter, and 
therefore requires Arrows lighter or heavier, 
according to the Diftance of Shooting. 

If you want Strength by debilitation in the 
Ann or Back, you nuy reap tlu ianie Plea- 
Aire by ulii^ the Ctofsr-Bow, with which you 
mxj ^aoK& ae Buts^ Prisks^ 01 Rovers. 

Of COCK-FIGHTING. 

COckmg i» a S^port or Faftime fo full oi 
Del^;ht and Fteafuce, that I know not 
a^ Game in thaticfpc^ is to be pre&nr'd be- 
iiwetC} and lince the i^£/i;fg-CK-i hath gun'4 
fb greac an £ftin»tion among the Gentry, 
in fctfxA to this noble Recreation, I IhaU 
here propofe it before all the othei Gainest 
of which I have afoce fuccinAly difcourfed j 
and therefore I may methodically pve lor 
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ftru^tioiu to fuch as arc unexperitnced, and 
add more Knowledge to fuch who have alrea- 
dy gAin'd a competent Proficiency in this 
pleaung Art* t {hall) a» bricDy as I can; give 
you Information how you fhall chufe, breed, 
and diet the Pigiti^-Ceck, with what chcwce Se- 
crets ate thereunto belonging, in order, thus. 

OfibeCheUe a/FiGHTiNG-CocM. 

IN rfie Efeftion of a Figbiing-Coci there 
arc four Things principally to be confi- 
derM, and^they are Sbape^ <^ltmr, Cearage^ 

Firft, as to his Shape, You muft<not chufe 
hiiti neither too fmall, nor too large j the. 
firft is weak and tedious in his ii^mi^, and' 
Ihe other imweildy and net a&ivc, and both. 
very difficuk to be match'd % whereAve ,the. 
middle-fiz'd Cock, is the proper Choice foe 
your PBrpoTe^ being e^ily match.*d, and ia. 
both ftFong and nimble. 

His Head ought ft) be fmall,. with a quick,, 
lai^ Ey^ and a ilrong Back,, afld <ai Maft^ 
M^^tit clb§tevth) muft be ceqcIu jnd b^ 
iA th« fettitig on, and in Ct^Dur fuitable to the 
Plut¥te of his Fedthet^, wiiether blade, :yelk)w,. 
or r«ddids f^^* The Bi9am of bis hcg m\& 
be very ftrong, -atid acconiing to his t^unie,. 
bhae, grey, Oryellow, hta'SpursioOgh, long 
and Huir^, a. Uttk bettdib ga»d looking imrae^, 
- Secondly,. 



Secondly, Hiit Colour ought to be either 
grey* yellow, or rtd, with a black Breaft i. 
not but that there vt tfla^y other colour'd 
Piles "^ery CKcellent gobd, -^hlck you muft 
Itnd but by P»£Hce And Obfervatbn, but the- 
three former, by the Experience <rf" moft, 
found ever the bcft 1 the py'd Pile may fcrve 
indifferently, but the While and Dun are 
iafely found good for any thing. 

Here Note, That tf your Cock's Neck be 
tnveAed \vith i Scarlet Complexion,, it is a 
Sign he is ftrong, lufty, and couragious^ but 
on the contrary, if pale and wan, ic denotes, 
the Cock to be faint, and in Health defedtive. 

Thirdly, You (my know his Course by 
hh 'ptoiid upri^ fbmding, Aid Oately Tread 
in walking V «td if he cro«rethvcry frequent-^ 
^r in the Pen ^^ it ifi B couvaglousDemonftncloHt. 

Fourthly a^ laftty« His Mtttm Htie]» ot 
"fta¥^AHa eS Hee)» is known, ua «t^er-way» 
Attn by Obfervatioik in F^ting^ tnd that Itf 
irWA upon eWty tlfihg ht fo hie that he ex- 
A«£h Bkwd ftmi his O^oent, ^ing his' 
Spurs continually, and every Blow thKatfiing 
itfrtne^Mtfe" ftetth fe Mb Advcrfiffy. ■ ■ ' 
• 'H<ftt.aidte^ That ^ ft ^ OpSfifob of fh» 
beft (jHfi'Jil^m, tftttt a ftia»p-heeM Cock* 

th6* Re l&e fbliiewhatfliire, i»bettertlUti A Xtue 
pSck •with a dull Hetil': . And thR-RtiSM'-is 
^s;'t%lbfte fights lOhg. bbt feldodi wsuuulk ij 
tfttf otbft- tHHt^A a Heel k iStaittUt <!^etf 
<■ . ■ Moment 
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Moment produceth an Expe^uon of the 
Battte's Cooctufion \ and tho' he is not lb har- 
dy as to endure the utmc^ Hewing, fbcom* 
monly there is litde OccaTion for it, being a 
quick Difpatchn'ofhisBufinefs: Kow^fbould 
your Cock prove both hardy and narrow* 
heei'd, he is the beft Cock you can make 
choice of. 

To conclude, make your Choice of fuch a 
onetbatisofiJi'ii^ftrong, of Cp/wr good, of 
Valour true, and of ^el iharp and ready. 

/I0W t9 breed a GaUe Cock. 

WHatever you do, let your Hen be of a 
good Complexion ; that is to fay, 
rightly plumed, as black, brown, fpeck*d, 
grey, griflel, or yeUowiHi ; thefe arc the 
right and proper Colours for a Hen of the 
Gaipe } and if Ok be tufted on the Crown It 
is /b much the better, for that argues Courage 
and Reftilution ; and if fhe have the additioa 
of Weapoiu, they conduce very much to het 
Excellency. 

Let iier Body be large and well poked be-> 
tund, for the Produdion of large ^gs t you 
viU do well to obferve how Ibc behaveth hcr- 
lelf to her Chickens, whether friendly oc ho^- 
wardly, and take efpecial Notice of her Car- 
nage and Deportment amoi^ ctthef.Heas v i£ 
ftie will receive Abufes froiD tbfiq withoiji^ 
Reveagc^ 

r UOOgIC 
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Revenge, or ftcw any thing of Cowardife, 
value her not, for you may aflurc yourfelf her 
Chickens are good for nothing. 

By the way, take this Obfrrvation, con- 
firmed by the Opinions of the helk Cock' 
MafitTi both Antient and Modem, that a 
right H«i of the Game from a Dunghil Cock 
will bring forth very good Chickens, but the 
beft Cock from a Dunghil-Hcn will never 
get a Bird that's fit for the Game •, Where- 
fore, if you intend to have a good Breed, gel 
pcrfeit Cocks for your perfca Hens. 

The beft Seafon for breeding is, from the 
Increale of the Moon in FeWuarj., to the 
Increafe of the lame in March. Let berNeft 
be fo placed that ihe may not be difturbed by 
the Sight of any other Fowl, which frequent- 
ly fo raifeth her Choler, that the Fggs are in 
great Dan^r i let the Compofure of herNeft 
be made of fweet foft Straw, and let it fbind 
in fome warm Place, f(M- fhe is a Bird that is 
very tender. 

The next thing that you are. to obfcrve is, 
whether ihe turns her Eggs often or not ; if 
flie is remifs therein, you mult fupply her 
Duty ; but if Ihe fave you the Labour, prize 
her more than ordinary. And that fhe may 
not ilraggle too far from her Eggs, being ne- 
^cefTitated to ^k abrouj for lood, and fo 
cool her E^, it will be altogether needful 
for you to let by her fuch necefiary Food as 
you 
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you Ihall tliink fit, mth Ibme fiir Water ; and 
ichat (be nuy batbe and trim herfelf at her Plea- 
fure, in the Place where flie fitteth* let there 
.be Sand, Gravel, and Afhes finely fifted. 

The Hen hatcheth her Chiclcens commoo^ 
\y after one and twenty Days ; oblerve in the 
Hatching to take thoTe newly batch*d, and 
[wrapping them in Wool, keep them warm by 
the Fire-fide, till the reft are dilclofed : Be- 
ing all hatch'd, put them under the Hen, and 
be Aire to ke«> her warm, and fuflfer not your 
Hen and Chickens to ftrag^ ^road till they 
arc above three We^ old \ and let the Room 
wbcrein they walk be boarded, for all otbO' 
Floors are qther too moift or too cold. 

Let their Walk» be in fotne Grats^ourt, of 
ibme Grecn-f^ace, after fhey arc a Month 
cdd, that diey may have the Benefit <^ feed- 
ing on Worms, and now and then to foMir 
theafdves with Grafs and Cluck-weed ( but 
be careful tbey come not near Fuddles not 
filthy Places i for they engender in Birds of 
this Nanu-t venemous Difbmpers, which 
commonly prove fat^ : For the Prev)cntiofl 
«f fudi Maladies by way ^ Aftftdoce, ^Ve 
them every Morning, before they ran^ a- 
broad, the Blades of Leeks chop'd or minc'd 
fmall, add mingled amtHig their Ufual Diet : 
Alfo it will be requifite to perfume their Rooffl 
^ith burnt Penny-rd^al, or Rofetilary. 

Oblerve to take thiaCourlc till char Sexes 
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ure dtftHiCi^LOu^e-fc as focrft « cbfc Coimb <x 
Watflc^ve .4i&ernitbte»^ or plainly vHU^e M 
x\k %e, .cucdum jtem/t and anoinC Ehe fom 
P](»ca «f ith ft-aet Buttw, til! jt be mlrtle. 
Thp R^i^ods ;why theii' Cotai-s or Watdcs 
|h«ul(Jbe Mtfp .fi>oil,:afe thcfc : Fitft, If 
ycMjct A«n gilwf -rtl)_iKcy «r«ve to thek fuU 
BigDC^, and then ^Att}tetn« there will fol- 
low 3 gfcai; Fkix of Blbod, and the lead Lofs 
ol-fiJood in Fealchcr'd Fowl it very dangerous } 
if ontHchs -fr^qsently nonal \ morcQver, to 
ItA thetn' grow thtu» cAule^ . gouty thick 
H«ads» wuh'giieatLumiS} whirout li you 
t^ cbcnl off* bcthneB, at afoneftid, thry wiU 
have Heads SndyfnnUy fntooth and flender. ■ 
. The Tim£ of rid: Separation of the Cock- 
Chic&ens »* wheo dey begin to fight with 
snd ^eck oM an^iicr, till which Time yeik 
may kt them walk wich the Hen promifcut' 
vufly tdgether, bin ^tetwirds let ttwir WaUtt 
iK frpart, and that Wllk is beft where' hi 
xaay fecurety and cnvately enjoy his HenA 
withoat the Dlftoroance ahd AnnOyvice of 
■Other Cotks^ fw Which purpo& Walks ac 
"Wind- mills, Water-millt,. Grange-hoirfc% 
'LodgES) in FaHts^' ahd Coney-warreni, are 
very good Walki, but that the latter is fome^ 
what dangerousy being frequently haumui 
■vhh Fola-ciiD, and other Vermin. , 
' Let the Plictof jecdi»K be, as near n yen' 
CMb on kit dry^GjIoirndt ar^ m Bi^s « if 
the 
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the Place be harder, as on paved Eardi, or 
Floors plaifter^d, it will fb wc^cen and blunt 
.their Braks, that thcf will be unable to hold &ft. 

Here note, that any white Com is good 
fbr a Cock in his Walk, and fo are whice 
Bread loafts ften}ed inDrink, or Man's Urine, 
which will both uour and cool them inwardly. 

Let not above three Hou walk with your 
Cock, iar ftiould you fufier more, they will 
tread too much, by rcalpn of die Heat of their 
Nature, and by often treading they wilt con- 
fume their Stttsigth, and become io debili- 
tated, that though they nave Courage enoi^;ba 
Jet they have not Strength to peHbrm tbor 
'arts, as they ought to & in a Battle. 

OUerve uie crowing of your Chickens ; if 
.you find than crow too foon, that is, before 
ux Months old, or nnle^!anabty, .and that 
their crowing is clear and loud, fit them as 
foon as you can for the Pot or-Sint, for they 
ore in&liible Signs of Cowardifeand Fallfaood: 
On the Contrary, the true and perfef): Cock 
is long before he obtains his Voice, and 
when he hath got it, obferves hisiiouis with 
the beft Judgment. 

- Suffernot your Cock to fight a Battle till 
he is compleat and perfect in every Member, 
and that is when he is~ two Ifears old ; for, 
to fight him when the Spurs arc but Wans 
comparauvdy, is no Sign of Difcretion, for 
you may then probajbly know his Valour and 
Courage, 
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Courage, but you cannbt know his Wortlf 
and Goodncfs. 

In cfpecial Manner tako Care, that your 
Codt's Roofting Perch be not too fmaJl in 
the GHpe, or fo ill placed that he cannot fit 
without ftraddling, or if it be crooked it is 
bad, for by thefe Means a Cock will be unevi n 
Heel'd, and conlequently no good Striker } 
Knd know, that a Perch dther maktfth ot 
tnarreth a Cock : To remedy or prevent fuch 
Faults, is to have in yourRooftaRowofUttle 
Perches, about eight Inches in length, and 
ten Inches from the Ground, that the Cock 
may with more Bicility afcend, and being up, 
is forced to keep his Legs near together : And 
iiere take Notice of this Maxim amongfl the 
bcft Cock-breeders^ 7bat the Cock wbicb is a 
chfe Sitter^ is ever a narrow Striker. 

■ Let the Foot ftool of the Perch be round 
and fmooth, about the Thicknefs of a Man's 
Arm 1 or if you will have the beft Form fw 
a Perch, go vifit the Houfes of the moft fldl- 
iul Cock-m;Ulers, and from them all gather 
what is moft neceflary for your PurpcSe,. by 
making InfoeSion into thar feeding Pens, 
and other'Places -, and let the Ground under- 
neath the Perch be foft, for otherwife, when 
he leaps down, he. will be aptoi a.rough and 
hard Ground to hurt his Feet, infonluch thtf 
they will grow knotty and gouty. 
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Of dieting and ordering a Cocit for. Rattie. 

*¥ N the dieting and orderijig of a Cgck for 
I Battle, coni&cth all the Subftaiice of Fro- 
nt and Figure i »ad therefore your cunnii^ 
Cock mercbsots are very cauDouB pfdivu^- 
ing the Secrets (as they call tt)$n\)of djctki^ 
for 00 i^t d£^}en^s ^ihie if lonipg: or lofiog tfaf^ 
fi'aalc^''!ChexkoQwipg yf^weji, tji^theJ^eit 
Cock uodii^«i is uqapletacncpuntanthe *w4 
that is dieted : Let others be iw ni^utlly a^ 
they pleaft of their Es^ierience apdOWerva- 
dons, for my P«rt I Cball be &ee^ And iux» 
to conceal aoyttungdiatni^ tendcochePrfr- 
Mgation of the Art i«id Hyftery (^ Cock*- 
fighting ; wherefore as to tlie diedng ^nd or- 
dering^ of Fighting-Cocks, rake thcfc htr 
)^ru£bons following. 

The Tinse of taking up your Cocki ^ 
about tlie latter End of ^tfifufit for f(om thi^t 
Time till the latter £tid of .Af^, CockiogiG 
feafonable and in requeft, the Sui^iiner S^afoo 
being improper hy rcafon o^ vut great Haat. 

Having t^en theai up, view thaa wdl, 
and fee that they are lovii4 hvd-featha^d, 
and full-fumm'a* that is, hfviog adj their 
Feathers cQtnpJeai j thc»/pm chwn iirto feve- 
ral Pens, havine a moving Perch therein, to 
fct it' at which Corner of the P^rcb ypu tl^k 
.moft convenient % the FaQiion and Foriii of 
tbefe 
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tilde Fens you may have at the Houfe-of any 
Cocker, and therdbre I fliall give you no 
Diredions how to make them ; only be ad- 
vUed CO keep ycur Pens clean, and let noC 
your Cocks want either Meat or W»ter. 

For the firtl four Days after your Cock ia 
penn'd, feed him .with Uk Crumjb of old 
liilanchet, cut into iquarc Bits, aboutaHand- 
fii at a Time, and feed him thrtcc » Day 
tbeicuitb, tkat is, . at Son-rifit^i yihtt^ tlw 
Sun is in his Meridian, and at Sun-fetting> 
and let his Water be from the coldeft Spring 
you can ^ It. 

Having&dyonf Cock dius four Day$, or 
fbktng n!l ycHi think he h^pur^od timfelf 
of bis Corn, Womu, Gravel, and othet 
coarle Feeding -, then in the Morning take 
him out of the Pen, and let him JpMT a 
while with another Cock : Sftsning i& afteff 
this Manner : Corer «ach of your Cock's 
H«els with a Pair of Hats made of boroibaAEd 
Rolls of Leather, fo covering the Spurs ^1^ 
they cannot krui& or wound oDe another,' and 
lb fetting diem down on Straw in a Room, or 
given Grafs abroad ; let them iight a good 
while, but by no Means iii&f them xo draw 
Blood of one another } the BeoeBttiiat accrues 
hereby, is this, it-heateth aijd cha6sh th«k 
Bodies, and itbreaketh the F^ wtdtbcGJuc 
that is within^tfaem, and adapts it for Fu^tion. 

Having ^wrtd as much aa is ]i}i^ient» 
^^^j^-JIfhich 
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which you may know wheit yoa fee tKem pant 
and grow wnry, then take them up, and 
t^dng off their Hots give them a Diafjiorc- 
tick, or Sweating, after this Manner : You 
muft put them in deep Straw ba(kets made 
for the Purpofc, or for want of them take a 
Couple <£ cocking Bags, and fill thefe with 
Straw half Way, then put in your Cocks &- 
terally, and cover them over with Straw to 
the Top, then Ihut down the Lids, and let 
dtsm fweat; but do not fwget to, give them 
firft fome white SugaF'Candy, chopp'd R(^ 
tnary and Butter mingled and incorporated to- 
gether. Let the Quantity be about the Big- 
nefs of a Wahuti by lb doing you will 
cleanfe him of his Grealc, increafe liis Strengdi, 
and prolong his Breath. 

Towards four or five a Clock in the Even- 
ing take them out of their Stoves, and hav- 
ing lick'd their Eyes and Head with your 
Tongue, aod put them into their Pens, and 
having filled their Throats widi fauare cut 
Manchct, pifs therein, and let cnem feed 
whilfi the Urine is hoti for this, will caufc 
tfieir Scouring to work, and will wonderfully 
cleanfe both Head and Body.. 

Afttr this, diet your Cocks with a Bread 
made afiier this Manner: Df Whcatmeal, 
«nd Oatmeal Flour, take of each a Gallon, 
and knead them into a &.\S Pafte, with Ale, 
the Whites of half afcorc Eggs, and fome 
Butter; 
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Butted i hpving^viioiJgte tbe DoOgh very well, 
niskeitiiicobaiadthidCaSEes, and when thejt. 
are four Days old, cut them' iotjO' fquarc; 
BieeeSi IwiU nat«di'cfeyQii M.ulsV.ai foipe 
iHiprudendy do) LiqiiDTttc^ Ajinjfc^ds, or- 
rather hoc ^nces among your fbrelakl Ingre-' 
dicQts 1 for tbey will make .a^ Cock fb hot at 
die Hart, that upon tint jcondludiog of the 
Bardfi, he will be fuQbcaoKl aAd overcome 
WTxh fats MWi Hsit.. In ibortt.'tfaaG Food is 
beft which is moft confeiUancou» to his own 
natural fecdii^. 

The fecond Day after h» /paningy cake 
your Codi.inro a &ir gtcen Clofe/and having 
a Dunghli Cock nv ^our Acnri, Ihew it him; 
and then runfFom -liini, that thereby you 
may entice him to fbllow, yt^ permicting 
kim CO haVe now and then a Blow, and thus 
chafe him up and down about half an Hour -, 
when he begins'to pant,, being well heated, 
take Uim sp and carry him home, and give 
him this Scounng:-, : Take fhalf a Pound of 
frelh Butter, and beat it in a Motear with the 
Ticavcs of Herb of Grace, Hyffop, and Rufc' 
marjft till they all took Hko a green S^vc •^. 
give him thereof a Piece as big as a Walnut, 
and then Hove him as afoitfaid, till Evening, 
then' feed him according xo former Prcfcription. 
- ThentJxtD^ let him feed and reft^ ^nd 
Q)wr turn the aax Day ^cr. , thus do every 
other Day, fofc.ibe 6rft Fortulghr, eitLr 
P fP<"^'"£ 
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JParring or chafing, and after every Heat a 
Scouring, wtuch will keep tiifn from- being 
fiunt and purfy. > 

Feed him die fecond Formigbt as you did 
the firft, but you muft not /parr him or eii^e 
him above twice a Wedc, obferying ^11, 
that if you heat him much, you muft flove 
him long, and give him a greater Quantity of 
Scouring. When well in Breath, .flight 
Heats, fnnall Scourings, and iictle Storing 
will ferve the Turn. 

The third Fortnight (which is a Time fuf- 
ficient for ordering a Cock for the Battle) you 
muft feed him as aforefaid, but you muft not 
/parr him at all for fear of making his Head 
fore, but you may moderately cba/e hioi 
twicer thrice in that Time £s aforefatd, then 
give him his Scouring, rolled well in brown 
Sugar-Candy, which will prEvent the Scour- 
ing from making the Cock fick ; now you 
may let him fight, having iirft let him reft 
four Days, oblerving that he come empty 
into the Pic >. j.. 

The right ^ay 6/ CoctLrMATCHwa. 

OF all Things have a fpeciaJ Care how 
you match your Cock -, for fliould you 
feed your Cock withinever fo much circum- 
ftwft Care and Prudence, .it will avail nothing 
if your Cock.be over-matched. i 

■- . In 
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In Matdiing take Notice of tbcfe two 
Things ; firft, the Ldigth of Cocks ; fe- 
condly, the Strength of Cocks : For the 
Lcng^, ' if your Adverfary's be toq iong, 
'youi*s fiiall hardly catch his Head, and fo be 
incap^le of endangering Eye or Life i and 
if he be the ftronger he will over-bear your 
Cocki and notfuficrhim to riie and ftrike 
-with-any Ad;vaiitage. 

; ■ .TheLength.youBQayjudgeo/;by the Ejr, 
■when you gripe the Cock by tbeiWaifti and 
' m^^e him iboot out his . L^, in which Po> 
•iture y*u ftudi fee the utmoft of his Height, 
-and io. compare them together, being herein 
.governed by your Judgiptntj -his Suisngthis 
::knojim by the Thicknefs crf^ his Body, lake 
Bthij for a Rule, ?>«« a.C^k.is e-Ver hild the 
i^t^eft^-vihid? is tbelar^fi in ibe Girth. 
'.■ You (hall know theDimenfions of the Girth 
-by the Meafurc of your. Hands, Griping tlw 
Cock at>out from the Points of ygur great 
Finger to the Joints of your Thumbs, and 
'.eidia: vf ;tht& AdyantegoSii^yho M^ans give 
your Adverfarys if you doubt Lofs in the 
one, be fure to gun in the other -, for the weak 
long Cock wiil rife, at more Eafe, and the 
V&ort firpng Cock iffiil give.thp furet.Brow. 

Howtofrepare Cock.s for Fight. 

SINCE all Cocks are not caft in. one 
Mould, the Advantages on either Side 
P 2 ■ map 
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muft bt reconciled by Matching ; and hav- 
ing made an e^ual Match as oear as you cao, 
you mud thus prepare him to fight. 

Firft.WkhaPfiirof eneCock-Shtsaiacut I 
ali ki\& Mane offcloft unto his Neck, froaa cbe 

' Head to the fetting c»i of the Shoulders : Se- 
condly, Clip off all ihe Ecadiers from the 
Tait etofe to hit Rump, the ftod^r it sp- 
pears, the better is the Cock in Candjooo. 

-Thirdly, Tada bis Wings and fpread them 
/orth Of the Length of «be 6rft rifing Fea- 
ther, and clip t}te r^ 9k^ie-wiie with Bxm 
PfHnts, that in hU dfiog iie may diemnlii 
endanger an Eye of Hi Advedary. Founfa- 

<ly, Scrape, -findi^ and Ifaarpen his Spua 
vkh a Pen-knlfc: . Fifthly and laftly. See 

-that there be no Fetathenon the Crowii of hts 
Head for his MvfHuf lo take bold cfj 

'^hen with your Spittle, tno^ening his Head 
all bver, turn him into the Fit to mare fas 

-'Fortune. ■ ■ ' ..i - 

Howtt order Cocice^^^tor'ftATTLB, .^mdbam 
t»citreJf^»uHdt. 

TH E Battle t>elng-«ided, immediatdy 
feardi yoUr<:9«k^ W«ur>dj, as many 
as you can find j fuck, the Blood out o( them, 
thaV wath'ti^rti Tivdl ^itJi "warm Orine, and 
'that will ke^ theiA from ranlding ; ^ter tlJIs 
■;givehifliaRoir^two of ytiur faeft Scour- 
- - ""& 
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ing, and (b tkovt him up as hoc as you can for 
jihac >Gehe » «i the, Mamine, tf ^a^nd Ub 
Head fwelled;' you. mpftuiekhts Wounds 
again, and bathe diem again with warm Urine, 
;tben oike' dik Powdw of Hetb^Reitrty 'and 
Ipur tc incoa fine Bap, and poOncehit Woikids 
. therewith; ^er this give him't'goed Hand- 
ful of Bread t»cat out of warm Urine, 'andfb 
put him into the StoKne agaiti, and let htm mk 
fiMl theAircitlthe'Ssirettitig 'befallen. . 

If he hath Mceivied any Hurt in bis £y«, 
then taker a Leaf (»- two of right Ground-Ivy, 
aim whicb giuwi in htde T«&s in die Bottom 
«f HedgBS and hath a Ucde rough Ijcaf i I 
-&f, ttke tkis Ivy and diew it inyoor MowJi, 
awd f^ttbs J{ii(n into' the Eye of theCoctE, 
and ttii» *nU noc'only ct»e the prefcnc Mite- 
dy,'bitt p(ieve«t^6Fowi]hiDf FitoiE, Hawi, 
Warts, or the like, dcllru£tivc to the Eye<^hl: 
' tfaiza 'you have put out your ^ wqunded 
£ocks «0' thdr WaU», and vifiting thctn a 
'Mondi itt- ttfo after, if you £nd ^boot th^r 
■Head my^^figrollea Burichts, hard and blackifli 
<tt ©0? Md, you mky thpn conclude in fuch 
Bunches there are unfound Cores,' which muft 
be opoiedatid crufh'd our «^ your Thumbs; 
widyafcrfr chiSr youmuft&ck oitt^CDtrup- 
titmj. Slid AlKng the Hotn &11 bf; ffdk Buty 
CBtk' ^tt:«eed not ^oiibc a Cure. 

■ '■'/ ..1 ■. . ' . 
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Qiru/^rfmie Di/tir^sim a Cock, ChicKj 
^ Hen ^/&( Game. 

THE Pip Uaiwhke thin Scade growing 
on the Tip of the Tongue, by which 
-means Poultry in general cannot feed ; ic is 
very vifible to the Eye, and jwoccedeth from 
-foul Feeding ocv^ant of Water j it is cured 
by pulling off the Scales With your Nail, and 
.rubbing the Tongue With Salt. 

The Roop ia a filthy Boil or Swelling on 
the Rump of the Cock, Hen, C^c. and wiH 
corrupt the whole Body. It is;knQwn by the 
.flaring awJ turning basKof^ Feathers, J'flr 
.the Cure, you ifiuftipuU' awa]^ the Feathers* 
■tibd dpenithq Sore^thrttftout^theCore,- thes 
,walh the Place with Water wwi Salt, the Cure 
is eflfcded. > . 

If your Cock or Hen have die Fka, which 
.haf^neth by eating Jno niiich . w<»& .Meat. 
-you nay care them by giving i xbem .fcaWcd 
:Peajb-brant butif tiKy^j<&iwbt<nHue, teoiitt 
;their Veina,' and give theni. Corn ftftp-'d in 
■.Man's Urkie. - ,> . ^ , .^j ,. , 

Li« :is:a rammon ]nfi»nicy amteg them, 
-piwccding /rpm icorrupt :Food, ofifor.want 
.of:Mbiog;,irt! Sand, Aflwsyior 'the iikte: 
This Malady yotj meftcure In takwg.Pcpjier 
beaten to Powder, and mixing it with warm 
Waier, wa(h them- therewith. Jf they are 
^ troubled 
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trouble with fore Eyes, taking a Lesf or 
two of Ground-Ivy,- tnd chewing itn««lliii 
your Mouthy' fpit ihe Juice .thereof into their'. 
Eyes, andnic will prefently tieaJ. ' V/hat other'. 
Infirmities are ioQident to thef(f ^^rds fif Garne, . 
I fliall leave, and their Ct^^ to your Town 
Praftice and. Gbfervadon. - 

At ExcelUnt and El^attt Copy a/Verse^ Upcn 
two Cocviijigbtingt hj Dr. R. Wji,d. . , 

GO,.yog tame Gallants, yon that h^ve a Naiite^ "'^^ 
And would accounted bCi Cocks oF th6 Gajne i ' . , 
I'hat have brave Spurs to fliew far't, and can croW, .' . 
And count all Dunghll Breed ihat cannot Jhow ' 
Soch yalnted Plumes ai your's; which tWnk't no Vic^ 
With Cock-like Luft, to treat your Cockatrice. 
Tho' Peacock'?, Woodcocks, WeMhercock( yoQ hf, . 
If y'arciKJt Fighting-cocks; y'atfe'nOtformt./ "' ' 
I of twofeather'd Comb'ai^nti'wJII write; ' ~' ' 
And he thatjneans to th* tHe^tOiCxprefs thftr fighc,' ; 
Mnft make his Ink the Blood WhJch they did' (JhU; 
And from ihcif dying Wings muft takehijQnill.' 

NO foofier were the dtfubtful People fet, \ 

T^e Match made dt^; and all' tfa'stc would' Iiad, 
b«! . ■ 
But ftrait the flcilfal Judges of the "Play 
Brought fonh their Iharp heel'd Warriors, and they 
Were both in Linncn Bags, is if 'twere meet 
Before they dy'd, to hava their 'Winding- Sheet. 
Into the Pit they're brought, Uid lieing there ' 
Upon the Stage, the Nor/e/i Chanticleer 
Looks floutly at his ne'er before fcen Foe, 
And like a Challenger bwan to crow, ; , . 

And dap his Wings, 93 ifhe' yould difplajr,- 
His warlike CoUiors, tybich were black aAd '^rey. 
, - ' • ■ . Met* 

r A.,OOglC 
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Kfito llae Ae wuf V^Kt^.walka auibnukea 
Ifit atee Bodr> «A a nty wKUhet 
Hb MBclf Cnfi, aad ofica laotijw Join. 
He wlictt ku W^iT fitalE-ngos thp Onnnd. 
Thb done tb^ meC^' nM &£ that Conrd Br^ 
Of jfiySfi'dMH-cttt better figltt tufted: 

To dig fer Pearlt wichia euk otber'i Sfn. 

Thev KHiriit fi) nimbly, diat 'twas hard to know, 

ToUt'SldUnlf-whethcrdtndidJKlu, OFit«i 

If that tbeHoad nnich Af& tke fttri Floor, 

Had net bote Wkodi^rL Yet foa^tluy tsOEC; 

Ai if cii^ Wpond wen bat a Spar«o prif^ 

Thd^Fi^ forward,* L^litiuiig^ not toafi quick. 

Or fed, thaq were their Eye* : T'was hafd to know. 

Whether 'twai Blood or Anger made them lb' , . 

I'm fvre they had been out, had the}' notftood. 

More &fe, by being fencedin withBlood. 

ThM,theyv/dBlow»i but yet /«/aiJ at haigthj ' 

Ahho' thnr Courage were fidl tiy'd, their Strength, 

And Blood begaa to ebb. You thtt havefeen 

A watty Combat oa the Sea, between 

Two ang^, loariogf boiling Billows, how 

Tliey march, aad meet, and dalh their corled Brow; 

SwelUag like GraTct, as tho' they did Intend 

T'intomb each othet e'er die Quarrel end ; 

Bat .when the Wind is down, and bluft'dng Weadkr, 

They arc made Friends, and fweetjy ma toother j 

May think thefe Champions (uch^ their Blood groin 

low, . 
And they, which leap'd before, now fcarcc'can go : 
Their Wings, which lately, at each Blow they daf^'d, 
(As if they did af>flaud them&lves). now Aepp'd. 
And having loft th' Advantage of the Hed, 
Drunk with each other's Blood, they oillr red : 
Fnun either Eyes fuch Dropa of Blood did ftll, 
Ab ir they wc^ them for their Faneral. 
And y« they fein would fight j Ih^ came fo sea, 
^thought they meant into each othert Ear 

To 
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To whifpei' Wound) ; 'sod when they could not rife. '^ 

They liy and look'd Slows int' each other'aEyes. ' 

But now the tragick Part t After this Pit, 

When NorfaiiCwk had got the beftof it. 

And IViJiie/' lay ■ dying; fo that none, 

Tho' fober, bnttnight venture Sev'n to One; 

Contrafting, like a dying Taper, all 

His Strength, intending with the Blow to &11, 

He Aruggles up, and having taken Wind, 

VcnlDTCB a Blow, and ftrikes the other blind. 

And now ^bor fforftli, having loft hi^ Eyts, 

Fights only goidedby Antipathies : 

With him (alail) the Proverb holds not tnw. 

The Blows his Eyet ne'er faWf his Heart mat rue. 

At leogth, by Qiance, he <tnmbled on his Foe, 

Not haying any Pow> to firike a Blow. 

He falls Dpon him with his wounded Head, 

And makes liis Conqa'ror's Wings his Feather-Bed : 

■Where lying- Sick, his FifenA were very charie 

Oi bim, and' fetch' d in Halle a Pothecary ; 

But ^I in vain, hia Body did fo blifter. 

That Vas uncapable of anyGlyfter; 

Wherefore, at length, opening his fainting Bill, 

He caU'fl a Sciiv'iier, and thus made hit Will. 

IMprimia, Ltt k ntiier h- fm^t, ■ ■ 

' Mj- Bbdj freely I be'quiath ih th' Pot, 
DtctKtlf la bi boiVd, and fir its Tob3>; 
Ltt it it Burial i* fame ht^grj WiinA, 
Itent, Exicultri J luiil havt wiii, 
£ul bf liat on m;i Side laid Senj'i/ ta Om ; ■ . 

Jiidt 'J!ie a Gentleman ^hal he maj /Aw, 
.^obiK'im^tohi, Htiri, m^ Coinb I gi've, 
Jegetbtr •uliti ^ Srains,.that ali i?urfknavi, 
7bat f/infliaut ^i Braiv didu!e_ tt. crigw. 
' . Jtem. It if /Of IVill la ih' ivi'aier Onei, , , 

tf'bsfi ffiies aafllain oflbem, 1 give mj Slem ; 
Ta biu that's ditU', Ida n^ Spurt impart: 
Jad to til Ca^aarJ I iijuttiti m/ Biart , ■ - ■ • 

... Q 
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MjTtatbtrififJi pi givni MMdArmfBia 
rJ giv't a Tajjor, tnt H it Ji fiiwt. 
That I'MtMfit^ biBraihn nr/i mt ftr'i: 
jfird/tr tV Afothtcarit$ fu, •uj^auaat 
T» eiv* MP « GJxfitr, iUmf Rumt bwfi^. 
Laflly, bttaufi I fetl arf Li/i Acaj, 
I yitU tH4 ffvi /» WiOadt Cfi lit Day:, 
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BOyrling is 2 Gaise of ReerenkHi, whlcb 
if troderately ufed is fcrf hcaltltf far 
the Body, and weald le much more com- 
mendabfe than it is, were it not fot thole 
Swarms of Rooks, which fo peSer BowHag* 
Greens, Bares, and Bowling-AItcys, wbne 
any fuch Places are to be found, feme malE- 
ing fo fmalt a Spot ef Grouad yield them 
more annually thui fifty Acres oi land IhaK 
do clfewhcre aboat the City i and this done, 
cunning, betting, crafty matching, anybair 
paying boot^. 

In Bowling there is a great Art to chuliog 
out the Ground, and preventing the Wind- 
ings, Hangir^ and many turning Advan- 
tages of the '^me, whether it be in open 
wide Places,' as Bates, and Bowling-greens, 
or in elofe fiowlmg- Alleys. Where note,, 
that in Bowling, the chuung of the Bowl i» 
the greateft Cunning. Flat Bowls are beft 
. for clolfi AUeys i, rouod byafled Bowls £bc 
^ epea 
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open Grounds of-. Advantage, aad Binri» 
Kfund as. a BaU for Gieen Swar^ that are 
plain and level. 

Tbcre are not any InftruAuiBs can Ee 
^vcn Iiotr to bowl, FraAice muft be yoiO' 
beft Tutor, wtich miift advife you che Rifing:* 
Faliiiig, and all the ievenl Advatitages that 
are so be had in divers Gieeni, and Bowlings 
Alleys ; all that I fhall lay, have a Care 
jo\i are not in tbc Brll Place rooked out cS 
your Mcxiey ; uid in the next Place, you go 
not CO theft Places of Fkafiire unfeaibnabjy ; 
that is, when your more veighty BufincTs 
sad Concerns require yoor being at home, or 
Jcmewhere elfe. 

The Charg^ir tf s BatvSng-j&^ omA 
. Btw&wg-Grtat. 

ABoWLINO-GRZEN,0rB0WLlNC4Al.LES-, 
is a Place where thvev Things, are 
thrown away bcfidcs the BowH, viz. Time, 
Money, «)d Curfes, the laft Ten for One. 
The beft Spotx in it^ is the Gamefien, and Jk 
enjoys it. moft wholooksonandbeunothing.. ' 
itM^Stieel oi Wrangling^ and woile t&aa 
li» i/nw«rfi^ ^Stbeels \ f^ here Men will 
wrangle for a Hair's Breadth, and mdie. a 
Stir where a Straw would end the Contro- 
vcrfy. Never did A^miek feme his Body 
into all the Forms thife Men do theirs ; and 
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it is an Article of their Creed, that the 
bending back of the Body, or fcrewing in <^ 
their Ihoulders, is fuBicient .to hinder the 
Over-fpeed of the Bowl, and that the ruaniog 
after it adds to its Speed. Though they are 
ikilful in Ground, I know not what Grounds 
they have for loud lying, crying fometimes, 
the Bowl is gone a MiUi a A^U, &c. wl^n 
it comes fhort. of the Jack by fix ^Yards j 
and. on the contrary, crying. Short, ^rt^ 
when he hath over-bowled as far. How fenle- 
lefs thefe Men appear, when they are fpeak- 
ing Senfe to their Bowls, putting Con8dence 
in their Intreaties for a good Caft f It is the 
beft Difcovery of Humours,, efpecially ia 
the Loftrs, where you may obferve fine Variety 
of Impatience, whilll ibme fret, rail, fwear, 
and cavil at every Thing, others rejdce and 
laugh, as if that was the fole Defign of their 
Creaiioo. f ; •::.. ■ 

- To give you the Moral of it, it is'the 
.Emblem of the World, or the World's Am- 
bition, wtere" moft ae fliort, ovec-wide, or 
-wroi^-tqrafled, and fomefcw juftle. intothe 
favour of Mrs. Fortune 1 and .with Htr 
ic fs, as in the Ceurij whcrt] jthe nearcibiare 
cbe^nnoft fpighted, and all' Bqwjs aini;^ the 
other. . 1 J. . ! r 

F I N j' S. ' ■ 
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